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playing the game. To benefit those readers who are playing an 
RPQ -for the -first tune, we begin with a. detailed introduction 
that guides you. step by step through the start of the game, if 
you are an experienced RPQ veteran, you will also find some 
useful information on the features in Dragon Quest, including 
the four characters’ individual spells and abilities (described 
in the Character section later on). 







I. SYSTEM SETTINGS 

When you first load the game, after the memory card checkVou 

will be asked to specify certain system settings (Fig. 1). / 

* Screen Size: Is your screen in the classic 4:3 format or do 
you use a 16:9 widescreen display? 

♦ Sound: In the Sound menu, you can set the volume of the 
background music (BGM), sound effects (SE) and speech 
(Voice). You can also switch the sound from Stereo (default 
setting) to Monaural. 



Use the directional buttons or the left analog stick to select a 
settings option and press (8) to go to the next menu where, again, 
you can use the directional buttons or the left analog stick to make 
your selection and then confirm your choice. You can change 
these settings at any time during the game (see page 15). 


Default button assignments 

Use the directional buttons or the left analog stick to move the pointer 
around in the menus (Fig. 2). <8> is generally used to confirm a 
selection and @ or @ can be used to cancel a selection (or to return 
to the previous menu). 


a. ADVENTURE LO^ 

Press (start) to go to the menu, where you have three options 
(Fig. 3): 

* Continue your adventure: If you have been playing and have 
saved a game, you can continue from here. 

+ Create a new adventure log: Create a game here to start 
playing from scratch. 
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Delete an adventure log: If you have been playing and need 
space to save a new game, you can delete any unwanted 
previously saved games here. 



3. ENTER A NAME 


4 . PROLOGUE 

At the end of the intro (which you can’t skip) you take control 
of the Hero. Press a button or move the analog stick to make 
him stand up. A Help window will now appear (Fig. 5) on screen 
showing the default controller configuration, enabling you to 
familiarise yourself with the controls (see pages 7-8). 


Once you have chosen Create a new adventure log, you must 
name your (male) main character (Fig. 4). Your hero’s name can 
contain between 1 and 8 characters. This guide always refers to 
the main character as “the Hero”. You can skip directly to the End 
button by pressing [starti . Now confirm your choice. You can 
now save the adventure log you have just created. Select No if you 
don’t wish to save, but want to start the game anyway. 

Note: The asterisks in the name field will not be visible in the game, 
and need not be deleted. Do not insert any spaces after the name, as 
these gaps will be included as part of the name. 
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If you want to change your character's name afte 
you must first confirm that you want to save the game 
@/@ to cancel the memory card selection. This will 
to the menu. 




















This opening sequence is purely for the purposes of experimentation. 
You’re not under any pressure, so feel free to take your time. You 
can do what you like in the glade, but Yangus will call you back 
if you try to cross the bridge and leave the camp. Talk to Yangus 
when you have finished trying things out. This chat with your 
chubby chum will herald your first taste of combat (see below)! 

Note that the following always applies in dialogue: if you press a 
button or move the left analog stick at the end of a section of text, 


5. THE FIRST TASTE Of COMBAT 

After you have spoken to Yangus, you will be attacked by 
three monsters. These blue slimes are the weakest enemies in 
the game and can be defeated very easily. The following four 
options are available to you as this round of battle commences 
(Fig. 6): 

♦ Fight: As the saying goes, “attack is the best form of 
defence”. This is always true when fighting slimes. 

♦ Flee: You can normally use this option to try and run for it, 
but it won’t work in your first battle. 

♦ Intimidate: Any attempt to use threatening behaviour in the 
hope that the enemy will be scared off is doomed to failure here. 

+ Tactics: You can determine your basic battle strategy in advance 
by having Yangus fight automatically. (More of this later.) 


Note: Detailed descriptions of these combat options follow on 
page 16. Select Fight, then choose from one of the six possible 
actions that appear for the Hero and then for Yangus. Currently 
you have neither Abilities nor Spells, and have no Items apart 
from your basic equipment. The Defend and Psyche Up actions 
will be equally useless, so opt for Attack (Fig. 7). 


You now witness the clash between your warriors and the 
monsters (Fig. 8), in which you may sustain a couple of hits 
that set you back a few HR Keep fighting until all the slimes 
are defeated. You can now collect your spoils: you receive 
experience points and gold coins (this happens after every 
successful battle). The hapless slimes also leave an item 
behind (although this is generally a random occurrence): a 
medicinal herb. After this exciting encounter, you proceed to 
Farebury. 




you will move on to the next dialogue box. If you press @ while 
text is appearing within a dialogue box, all of the text for that box 
will appear at once, but the dialogue will not skip to the next bp& 
until you have pressed a button or moved the analog stick once 
more. This ensures that you don't miss anything important. 
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To run, hold down the @ button while you are walking 


If you want to move slowly, gently push the stick 


Carry out an action; The standard button for confirming an action is ®, which can be used for a range of moves depending on the 

confirm selection in the situation. Use <8> to open doors, chests and cupboards, start conversations, pick up and throw barrels and 

menu pots, jump into wells and climb up ladders and ropes. You can also use © (push down the left analog stick) 


@ opens the main menu, where you can manage your equipment, select spells and much 
more (see pages 12-16). You can use both @ and <8> to confirm your selections in the menus 


Use @ to look at the map of the area (see page 11). This option is not available until you enter your 
first town. As with @, this button can also be used to cancel a selection or close the main menu 


Hold down @ while using the directional buttons to ri 
more quickly through the text 


1 . Press @ during dialogue to advance 


Rotate view left/right 


Use (ED/SD to make the character turn left or right on the spot. You can also use these buttons 
in the main menu (see pages 12-16) to toggle between the four submenus 


Change camera angle 


The right analog stick serves a similar function to ©/(E); it rotates the camera around the Hero. The 
difference here is the direction: in the default setting, push the stick to the right if you want to look left. 
Moving the analog stick up or down moves the camera angle up or down 


| Shift camera behind 
; player character 


Press this button to return the camera to its starting position behind the Hero 


Press © if you want to view the environment from the Hero’s perspective. You can neither move him nor 
Toggle first-person view access the menu from this view, but can look around using the analog sticks. Press © or one of the other 
buttons to return to the default view. © fulfils the same function (press the right analog stick) 


This menu contains statistical data on the battles you have fought, and the various monsters and Items you 
have come across. To begin with, only the few items the Hero carries with him are listed. (See detailed info 
on page 15). In some menus Iselect] can be used as well as @ to cancel a selection 


See what your party members have to say by pressing IstartI to open the party talk screen, and moving the 
analog stick then pressing <8> to address a selected character. This option is not available in the opening scene. 
Talk to your companions Talking to your companions can prove a useful tool if you don't know what to do next (this won’t happen if you use 
the guide, of course!), or if you have lost the thread of the current task after a period of time away from the game. 
Or, indeed, if you are simply pining for a snippet of Yangus's cockney witticisms, or enjoy watching Trade fume! 

















































































MOVING AROUND IN 3D 

If you are playing an RPG in a realistic 3D environment for the 
first time, you should start by familiarising yourself with how 
the camera works. Basically, the virtual camera is behind the 
Hero, and the character’s movements are always relative to the 
camera’s field of vision. 

While you are using the left analog stick (or the directional 
buttons) to move the Hero (Fig. 1), you can also use the right 
analog stick to change the camera angle. However, as the 
direction of movement depends on the field of vision, you can 
also use the right analog stick to influence the direction of 
movement. This may sound confusing, but it is quite easy to do 
when you try it: 

Hold the left analog stick down and slightly forwards and, as 
you do this, move the right analog stick to the left or right. You 
will observe that this changes the direction of movement, while 
you continue looking in the direction in which you are going. 

INTERACTING) WITH YOUR 
ENVIRONMENT 

Nothing will happen if you simply press <8> the moment you get 
control of the Hero for the first time, but if you go and stand next 
to a barrel, you can pick it up using <8> (Fig. 2). You won’t be 
able to run fast when carrying a barrel. Press <8> again to smash 
the barrel on the ground (it is not possible to put it down gently). 

Go up to Trade, the green gnome-like creature, and press <8> to 
talk to him. The good fellow will say very little at this moment in 
the game. Enjoy the peace and quiet while it lasts... 




OPENING} THE MAIN MENU 

Pressing ® opens the main menu (Fig. 3) containing the 
following submenus: Items, Magic, Attributes and Misc. (see all 
the details on the different menus from 12 onwards). You can 
experiment with the various functions, but please remember 
to avoid selecting Discard when examining the Hero’s items. 
Once you have thrown something away you can’t get it back, 
and losing equipment will make your first forays in the game 
unnecessarily difficult. 

















In towns such as Farebury you can buy items, rest overnight, and The most important starting point is the church, the only place 

talk to the townsfolk. Press @ to call up a map showing all the where you can save your game, 

important places. (Read more about maps on page 11.) 


CHURCHES H 

Speak to the priest in the church; his 
style of dress makes him instantly 
recognisable. He will offer you various 
options: 

* Confession (Save): Save the 
current game. 



* Divination: Find out how many experience points you must 
collect to progress to the next level. 

*■ Resurrection: Your fallen comrades can be brought back to 
life...in return for a generous donation I 

*■ Purification: Poisoned characters can be healed...at a cost. 

* Benediction: Curses can be lifted from equipment.. .for a fee. 

* Nothing: Exit the menu. 

After saving your game (or if you have chosen not to save your game), 
you will be asked if you wish to continue the adventure. The game will 
end if you answer “No”, but you will be asked again to make sure! 

Note: You can create up to 30 saved games per memory card. 


For the first few hours of gameplay, a visit to the church is the 
only way to bring dead characters back to life. The cost of 
Resurrection depends on the level attained by the fallen character: 
levels 1-4 cost 10G, after which the price increases! 

You will rarely need to avail yourself of the Purification service to 
heal a poisoned character, as you can generally resolve the issue 
using antidotal herbs and other items or spells, it will be a long 
time before you come across cursed equipment, which can’t be 
discarded, and therefore requires Benediction. You will of course 
be warned about such objects in the Walkthrough. 

Note: It is not only priests who will attend to your needs in church. 
Nuns can also perform the full range of ministrations (Fig. 1). In 
fact, you’ll find that it’s not just churches that offer these services - 
they can sometimes even be performed outdoors (Fig. 2). 



SHOPS HUB 19 


You can buy and sell items, weapons, 
etc., in shops (Fig. 3). Speak to the 
merchant and select Buy or Sell using 
left/right or O)/®. 


♦ Buy (Fig. 4): Most shops’ range of 
goods is limited, generally consisting 
of 4-6 different items (the number is shown at the bottom left of 
the screen). Highlight an item and use left/right to increase the 
number that you want to buy, up to a maximum of 9. 

To the right of the screen you will see how many of this 
particular item you already own. In the case of weapons and 
armour, you are shown which character can use a particular 
item and how this item changes the bearer’s attributes. Once 
you have made your choice, you must decide who will carry 
your new acquisition. To save time, equippable items such as 
weapons, armour and accessories can be equipped immediately. 


► Sell: When selling items, it doesn’t matter what the merchant 
specialises in. You can sell any object to any merchant, except 
important items, which can't be sold anywhere, anytime! 
Remember that the sale price of goods is usually 50% of the 
purchase price (decimal places are rounded up). 

Note: Identical items are always for sale at the same price 
wherever you go. If, for example, you see a farmer’s scythe for 
91OG, you won’t find this weapon any cheaper in the next town. 
There is no such thing as a bargain in this game! 



















THE INN Q . 

At the inn you can stay overnight and recuperate for a price. It’s 
worth it, as your HP and MP will be fully restored. You should 
therefore make regular use of the hotelier's services. Bear in 
mind that, unlike shops, the cost increases as you travel further 
afield. 

It makes no difference if you select Stay overnight or Rest until 
evening (Fig. 5) (you won’t always be offered the choice). The 
price remains the same and you will always be completely 
rested. These options only serve to specify the time of day you 
will wake, which is useful if, for example, you want to meet a 
certain person at a particular place at night. 

THE BANK [®] . 

You will occasionally come across banks on your travels (Fig. 6). 
You can deposit gold coins in banks. This can be very helpful, 
since if your party is ever wiped out in battle, they will lose half 
the gold they are carrying, but any gold in the bank will remain 
intact! 


SEE THE SIGHTS 

Whenever you enter a town for the first time, 
scour the place: look in every cupboard, 
smash every pot and take anything that 
isn't nailed down. This will have no negative 
consequences whatsoever, in fact, it is quite 
normal. The Walkthrough will tell you exactly 
what you can steal... er, take with you. 

The following objects may contain useful 
items: treasure chests (Fig. 7), barrels 
(Fig. 8), pots (Fig. 9), cupboards (Fig. 10), 
bags and sacks (Fig. 11). 

What you cannot take however, are weapons 
and armour which are openly displayed 
(Fig. 12). These are for decorative purposes 
only and of no practical use to you. You 
should also be sure to rummage in 
bookshelves (Fig. 13), where you will 
sometimes find helpful hints and recipe tips. 

You can only take each object once, even 
though smashed barrels and pots reappear 
after you have visited another house or town. 

On your walkabout you should also explore 
the wells (Fig. 14). These places are marked 
on the map for a very good reason (see the 
Secrets chapter on page 201 for detailed 
information). You should also speak to all 
the locals to learn useful information and 
maybe even pick up a few items. 
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Town (Fig. 1) 

* This type of map is available whenever you are in a town. Icons show the 
location of shops, churches (where you can save games), inns, pubs, wells and 
banks. You can hide/display the icons by pressing the relevant button. 


* A flashing red arrow marks your position on the map, and the tip of the arrow 
indicates your line of vision. If you are in a building, the arrow changes into a star. 
This star doesn’t show your exact location, but indicates approximately the middle 
of the building. 


Dungeon (Fig. 2) 

♦ If you want to use a dungeon map you will first have to find it, as these are always 
hidden in treasure chests. Symbols mark steps, doors and the exit (ladders are 
also shown as stairs). Next to the name of the dungeon, you will see the name of 
the level you are on. Only the current floor is shown - you can’t view the next one! 


* Remember that the entrance is always at the bottom of the dungeon map. This 
means that the maps are not always orientated to the north, so be aware of this 
if you are trying to find your bearings with a compass. 


World (Fig. 3) 

+ At the start of the game, you must do without the help of a world map. However, 
you will eventually acquire the map in the course of the game. This will happen 
automatically as the plot unfolds, so don’t worry! 

*■ Known places/towns are marked with a blue dot on the world map. Red dots 
indicate a dungeon. You can toggle between two views: a more detailed view of 
your current surroundings and an overview of the entire world. 


There is a discernible day/night cycle in Dragon Quest (Fig. 1, Fig 
more than just a visual effect on the game. The shops are closed 
of the towns, and most of the inhabitants are elsewhere - in the p 
bed. Consequently, you will often receive a different reply (or even no reply at all) 
when you talk to someone at night. 

The time of day doesn’t just have an impact on town life: the countryside is also 
affected, with more dangerous monsters roaming the plains under cover of darkness. 
This is why, at least at the start of the adventure, you should only go out at night if 
you are well prepared. Be sure to save your game before you leave town. 

On the subject of preparation, it’s always a good idea to check your equipment 
before leaving town. To this end, let's have a “butchers” (as our friend Yangus 
would say) at the main menu. 


You can display a map of the area using @. There 
maps, dungeon maps and the world map. 


types of map: town 

















Press @ to open the main menu, which contains four submenus: 
Items, Magic, Attributes and Misc. Press lefVright or ©/(E) to 
toggle between the four categories, and confirm your selection by 


pressing <8> or ©. Press ® to return to the previous screen 
close the menu. (Press @ to immediately close the menu.) 
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ITEMS 


The Items menu (Fig. 1) is where you manage all the goodies that 
your team has acquired during the game. The members of your 
team (up to four) are displayed on the left of the screen. On the 
right you can see the personal inventory of the currently selected 
character. The bag icon is shown on the bottom left, and your 
current total of gold coins is indicated at the bottom right of the 
screen. 


*- Transfer: Move the item to another character’s inventory or 
into the bag. Select the original character if you want to move 
the item to a different place in the personal inventory. 

+ Equip/Remove: Arm a character with a piece of equipment or 
remove it (the item remains in the inventory). If you want to 
use a particular weapon or shield in battle, you must first equip 
it. The same applies if you want to use a piece of equipment to 
boost a character’s Defence, for example. 

* Discard: Throw something away. Be warned that you cannot 
retrieve an item once it has been discarded. Certain important 
items (i.e. items essential for completing the adventure), 
cannot be discarded. 


character can carry up to 12 items and equip up to five at 
one time, one from each of the following categories: weapon, 
armour, shield, helmet and accessory. When an item is equipped 
it is marked with a small “E”; if an item cannot be equipped, it is 
marked with a red “X” (Fig. 2). 


When you move the cursor over an item, a description of its 
effects or appearance will appear at the bottom of the screen 
(Fig. 3). Additional information is also displayed directly below the 
inventory: the item name, category (e.g. item, weapon type, shield, 
accessory) and relevant attributes (e.g. a weapon’s Attack power). 


Selecting an item from the personal inventory calls up a menu with 
five options: 


♦ Use (Fig. 4): Use an item immediately, i.e. ingest a medicinal herb 
or read a note. Items of equipment cannot generally be “used". 


Nothing: Close submenu (same function as ®). 



, 2 
































Unlike the personal inventory, the bag’s capacity is infinite, iffygp 
place more than 12 items in it, this simply starts a new “page"'%r4 


(Fig. 5). The only drawback of this magical container is that you 
can’t access it during combat, as only items in the characters’ 
personal inventories can be used. 


You have three options when you select Bag: 


* View Bag’s Contents: You can look as well as touch. Once you 
have selected an item, you have four options: Use, Transfer, 
Discard and Nothing. If you want to equip something from the 
bag, you must first transfer it to a personal inventory. 


+ Organise Items: This option enables you to transfer all 
unequipped items carried by one or all of the characters to the 
bag in one go. Note that this includes healing items, but not 
certain other objects that can be used during combat, i.e. cheese 
or certain magic wands. 


♦ Sort Bag’s Contents: Sort the items in the bag by type or 
alphabetically. If you sort by type, “consumables” (such as 
medicines) are listed first, followed by alchemy pot ingredients 
(such as, er, cowpats), important items, weapons, armour, 
shields, helmets and accessories. 


EQUip/TRANSFER EQUIPMENT 


Highlight an item in your inventory. If equipping this item increases 
a particular attribute, the value will appear in green. In contrast, a 
red value indicates that the item will lower an attribute. 

This information is straightforward for items which only affect 
one particular attribute (weapons = Attack, armour = Defence) 
(Fig. 6), but you need to bear in mind that some items can alter 
two different values at the same time, only one of which you will 
be able to see. Also, when swapping an equipped item for an 
item which raises a different attribute, you will only be informed 
of the increase in the attribute the new item affects, and not of the 
drop in another stat caused by unequipping the other item. For 
example: 


Your character is wearing the gold bracer accessory, which increases 
Defence by 4. You highlight an agility ring and see: Agility +15 
(Fig. 7). Sounds good! However, you should bear in mind that 
equipping this ring instantly decreases your character's Defence by 4, 
because the gold bracer is automatically replaced by the ring. 

When you transfer an item to another character (Fig. 8), you will 
be told if this item will increase/decrease one of the recipient’s 
attributes (or if he or she cannot even equip the item). 

You can place the item in an empty space or one that is occupied. 
The two items will be swapped with each other if the selected 
space is already occupied. 




The Magic menu lists spells in (ne field magic category (Fig. 9), 
which covers all spells used for non-combative purposes. You 
are likely to visit this menu often if you use magic to heal your 
characters after a battle. 


Select a character and highlight a spell. The effect of the spell is 
displayed at the bottom of the screen. The MP column on the right 
shows how many magic points the spell requires. 

Some spells may involve additional choices - when you cast the 



Heal spell, you must specify the character you war# to heal, and 
when you cast the Zoom spell you will be prompted tp seleet.your | 
destination from a list. 
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ATTRIBUTES 



There are five icons at the top of the Attributes screen indicating 

which items, if any, the character currently has equipped. Below this 

are the details of the character’s status (Fig. 10): 

♦ Sex: Male or female. 

+ Strength: This is the character’s physical might. The higher 
the value, the more effectively the character can attack (see: 
Attack). 

+ Agility: Agility levels determine the order in which the 
characters and monsters engage in combat. A character/ 
monster with a high level of Agility will attack earlier, and is 
able to evade certain attacks automatically. 

♦ Resilience: Resilience is the character’s stamina. The higher 
the value, the more the character can withstand enemy attacks. 
Feeble attacks may not inflict any damage whatsoever on 
characters with high Resilience (see Defence). 

♦ Wisdom: Wisdom determines a character’s magical abilities. 
This value does NOT influence the character’s behaviour if you 
have enabled automatic tactics for battle. 

+ Attack: Attack is the sum of the character’s Strength and their 
equipped weapon’s attack power. 




+ Defence: Defence is the sum of the character’s Resilience and the 
defensive attributes of their equipped armour, shield and helmet. 

♦ Exp: Experience points are gained by defeating monsters. 

When you have accumulated a certain number, the character 
progresses to the next level and his or her attributes, and 
sometimes skill points, increase. 


When you select a character’s attributes list, you can access a 
further four pages of information. Selecting a spell or ability calls up 
a description. 


♦ Field Magic: A list of all the non-combative spells that your 
character has learned. 


♦ Skills: The skills are depicted by five different icons. Each 
character can learn specific abilities (mainly to do with 
handling particular weapons). 


♦ Battle Spells: A list of all the spells that can be cast during 
combat. 



* Battle Abilities: Special abilities acquired by accumulating skill 
The Strength, Agility, Resilience and Wisdom values increase as the points that can be deployed in battle, 
character increases in level. Agility, Wisdom, Attack and Defence 

can all be boosted by equipping accessories. + Traits (Fig. 11): Abilities that are automatically applied in battle, 

acquired by accumulating skill points, e.g., an attack bonus on 
The five skill values indicate how much a character has learned of a certain type of weapon, 
certain special abilities. The first three values are individual weapon 
skills: Yangus learns skills from the Axes, Clubs and Scythes 
categories. Fisticuffs (unarmed combat) is always fourth on the list, 
while the fifth value represents each character's personal strength, 
e.g., the Hero’s Courage. 





















MISC, 


This menu contains a variety of useful options (Fig. 12): 

* Heal All: Instructs any party members that have learned 
healing spells to restore all characters to full health as 
efficiently as possible. Medicines are only used if all MP has 
been drained. 

* Tactics: Corresponds to the battle menu (see pages 16-17). 
Select the strategy you want the character to employ 
independently in battle. 

* Line-up: This enables you to specify the marching order of 
your party members. The first character on the list represents 
your party in the game, so if you are bored of looking at the 
Hero’s back, select Yangus to lead the party or, better still, 
Jessica! Don’t forget, however, that the two characters at the 
head of the party are attacked more frequently. Third position 
is considerably safer, and the character in fourth position is 
attacked the least. 



Camera: U/D (up/down), L/R (left/right): you can switch from 
Standard to Inverted if you prefer to control the camera the 
other way round. 


Help: Enables you to access the windows that appear on 
screen when you first start playing, which provide information 
on Controls, Saving Your Progress, etc. 


+ Equipment: This menu option enables you to change each 
character’s equipment. All items in a character’s personal 
inventory are listed in the five categories representing 
weapons, armour, etc. 

* Settings: This allows you to change the settings that you 
selected the first time you loaded the game: 

Screen Settings: 4:3 or 16:9. 

Sound: Select the volume for Voice, SE and BGM, and choose 
between Stereo/Monaural sound. 


Battle Records: This menu option takes you to the Battle Log, 

which contains statistics on defeated enemies, etc. You can also **»»» 

open the Battle Log directly from the field by pressing (select! . 

Alchemy Pot: This menu option can only be accessed once 
you have reached a certain point in the game. This happens 
automatically as the plot unfolds, so you can’t miss it Further details 
on this invaluable piece of equipment can be found on page 63. 

Monster Team: Reorganize your monster team (see Secrets 
chapter page 202 for details). 


BATTLE LOCj . 

Access this menu (Fig. 13) by pressing (saicf) or selecting 
Battle Records in the Misc. menu. It contains a range of 
statistical data, such as your total playing time, the distance 
you have covered and the number of monsters you have 
defeated. If Trode is nearby, he will interject with one of his wise 
sayings. You can also access a number of submenus: 

+■ Defeated Monster List: This lists all the different types of 
monster that you have defeated so far. You can view the 
complete list (View all monsters) or sort them according to 
habitat or family. Press left/right to sort the lists by type or 
alphabetically. Order by Type lists the monsters in numerical 
order from No. 1, the common or garden slime, up to... well, 
you'll just have to wait and see! (The chapter containing 
details of all the monsters starts on page 68.) 

The list (Fig. 14) shows not only how much EXP and Gold 
you acquire when you defeat one of these monsters, but 
also how many creatures of this type you have already 
defeated. If the vanquished beast has left an item behind, 
it will be listed under Items Obtained. This information also 
appears after 20 monsters of a certain type that have not 
dropped any items at all have been defeated. 



15 


















By pressing (0) or (BB, you can rotate the monster’s image. 
Press (E) or © to view the monster in action. 




fXl Antidotal herb 
00 Special antidote 

Op¬ 


press down to move the cursor next to the name of any 
items listed under Items Obtained, and then press © to see 
a description of the item. 

* Collected Item List (Fig. 15): Items that you have picked up 
at least once are listed here. You can view lists according to 
different criteria (Weapons, Armour, etc.), or simply peruse 
the full list of items. Press left/right to toggle between sorting 
the list by Type or alphabetically. 

+ Alchemy Recipe Book (Fig. 16): The Alchemy Recipe Book 
appears as soon as you obtain the alchemy pot. It lists 
all the recipes that you have acquired from books, during 
conversations or by simple experimentation. Selecting a recipe 
from the list takes you straight to the Alchemy Pot menu. 


Once you leave town, it won’t be long before you are confronted 
by your first horde of monsters. These encounters are generally 
random, although their frequency and the combination of enemies 
are governed by strict rules. The most important thing is to 
always be prepared. In particular, try not to leave town until you 
have your full quota of HP and MP and take plenty of healing 
items with you. Make sure that you always have at least a small 
number of healing items in your characters’ personal inventories 
in case you need to use them in battle. You should also always 
pack a chimaera wing in your bag to enable you to teleport back 
to town in an emergency. Sometimes you or your enemy may 
benefit from the element of surprise as battle commences, giving 
the opposing party little or no chance of retaliation. 


The Hero and Yangus are little more than raw recruits at the 
beginning of the game, and are therefore bound to take a certain 
amount of damage during the first few battles. Let’s start by 
having a look at the battle options in more detail: 


* Fight: Normal combat (see below). 


Flee: You can attempt to flee, but whether you succeed is a 
matter of luck. If you fail to escape, the monsters will be able 
to freely attack you, so this option is not without risk. You will 
forfeit any EXP or gold coins if you flee from combat. 


Intimidate: This is an attempt to force your opponents to flee 
by making threatening gestures. Intimidation is more likely to 
work if the enemies are much weaker than you. Monsters that 
have been scared away sometimes leave an item behind, but 


you will be awarded neither EXP nor 
runs away. If the monsters stand their ground in the face 
your team’s taunts, they may then turn the tables on you 
strike back. 


Show No Mercy: A full offensive. The main objective is to 
inflict as much damage on the enemy as possible. However, 
when faced with less powerful and weakened opponents, it 
is generally preferable to opt for a strategy that requires fewer 
MR 


Fight Wisely: This strategy favours actions that hamper the 
enemy by casting spells to render them Asleep, Confused or 
Paralysed. 


Focus On Healing: The character concentrates on healing 
whenever a teammate’s HP falls below 50%. The emphasis 
here is on keeping MP consumption low, boosting Defence and 
reversing status changes. 


Don’t Use Magic: Besides magic, no abilities that require 
MP are used. If you want to save your MP for later, this is the 
strategy for you. 


Tactics (Fig. 1): You can have all the characters except the 
Hero fight automatically using pre-set tactics. (You can also 
access this menu from the Misc. menu.) Choose from the 
following options: 






















Get Psyched Up: This strategy focuses on building up 
tension (to a maximum of 50), unless the opponent can be 
felled with a single blow. The character does not spend time 
on healing. 

Follow Orders: Disables the automatic fighting mode and 
enables you to issue the commands yourself. This is usually 
the best battle strategy. 


fl^HT: BATTLE COMMANDS 

Selecting Fight provides you with the following options (Fig. 2): 

♦ Attack: Attack with the character's currently equipped weapon 
(or your bare hands). 

♦ Abilities: Use a battle ability learned by accumulating skill 
points. Most abilities can only be used if you have enough MR 
Furthermore, abilities tend to be linked to a weapon and can 
therefore only be used when the relevant weapon is equipped. 

♦ Spells: Use a battle spell learned by accumulating skill points 
or by reaching a certain level. You can only cast these spells if 
you have enough MR 



*- Defend: The character adopts a defensive stance. Enemy 
attacks only inflict half the usual amount of damage during this 
turn. The effect can be enhanced by building up tension. This 
action takes effect immediately, so the damage inflicted is still 
halved even if the enemy attacks before you see your character 
go into Defend mode on their turn. 


Items: Use or equip an item from the character’s personal 
inventory. For example, you can use a healing item during battle 
to heal an injured character. You can also swap weapons if you 
are carrying a second weapon. This action does not count as a 
turn, so you can then select another action, such as launching 
an attack with the new weapon. 

Remember: you can’t use items in your bag during combat. 


* Psyche Up: The character spends the turn building up tension. 
This increases his or her Attack for the next round. 

One important point to bear in mind during combat is that you can 
easily reverse your decisions by pressing @ or @ and returning 
to the start of the strategy selection process. However, battle 
commences once you have made the selection for the last active 
character. 



attack: specifying a target 


If you have opted to attack, you generally need to specify a 
target (unless facing a lone opponent). 


If you are using a weapon that only targets one enemy (e.g. a 
sword), proceed as follows: 


A window listing the opponents opens to the right of the 
command window (Fig. 3). The list can take various forms: 
there may be several enemies of the same type in one group 
(e.g. slime x 3) or there may be a number of different types. 


The cursor (a small dagger) automatically designates the first 
enemy as the target. If you want to attack a different enemy, 
press lefl/right (or up/down if there is more than one group). 
The monsters in a group always have a letter (A, B, C, etc.) 
after their name. 
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There are also weapons that can damage an entire group of 
opponents, such as Jessica's whip. When using such a weapon, 
you need only specify the group as the target, rather than the 
individual enemies. 

You can also launch a special whip attack where Jessica strikes 
twice: the Twin Dragon Lash (Fig. 4). Each lash of the whip targets 
one member of the group, but you cannot specify a particular 
victim. So, for example, both lashes could target one monster, or 
each one could hit a different enemy. 

The Hero's boomerang is a particularly useful weapon as it targets 
all enemies, even when they are divided into groups (Fig. 5). The 
drawback with this weapon is that the damage inflicted in normal 
attacks decreases as the boomerang moves from left to right, so 
the first enemy is hit with the full force of the weapon, while in 
larger groups the last monster hardly feels a thing. 


Let’s assume that you haven't specified an enemy as the target, 
and that all four characters will therefore attack the first monster 
that confronts them. Let’s also assume that the first attack defeats 
the monster. What happens to the other three pending attacks? 
The subsequent attacks simply target the nearest surviving 
monster, so no strike is wasted. 


Why is it important to launch a specific attack rather than lashing 
out wildly? Simple: you should be trying to defeat your opponents 
in as few rounds of combat as possible. The less opportunity 
the enemy has to attack, the less damage your characters will 
sustain, so you should always adapt your strategy to the current 
situation and be aware of certain factors. How many hits are 
required to defeat your opponents? Which characters usually 




attack first, or last? Do your adversaries include creatures that 
don’t attack on every turn? Does one of your enemies have the 
annoying habit of summoning other monsters to its aid? All these 
factors should help you decide how best to proceed in battle. 



ABILITIES fi SpELLS 


As practically all abilities and spells use MR these special actions 
have a limited availability. You must be very careful not to use up 
your magic points too quickly, as you could eventually be left with 
nothing but conventional methods of attack. 


You should ensure that you use special abilities specifically where 
they will be most effective. Many abilities are associated with 
additional effects, such as the ability to paralyse enemies, so any 
such abilities should only be used if the enemy you are targeting 
is susceptible to them. 


The use of spells is just as complicated, as magic is not designed 

solely to harm enemies. There are numerous support spells for The careful use of such powers at an opportune moment could 
increasing the characters’ Defence, Attack or Agility (Fig. 6). 


18 









PSYCHE Up/TENSION . 

The first time that you build up tension (Fig. 7), the value 
increases by 5 points. The second time it rises to 20, and the 
third time to 50. This is known as a state of high tension and is 
the maximum tension level, at least at the start of the game. You 
may achieve a value of 100, known as super high tension, later in 
the game. Building up tension means that you can launch a more 
vicious attack in the next round. 




07 

Magic spells are also affected by tension: for example, restorative 
spells such as Heal become more effective. 

The increased tension is expended and reduced to zero when 
the action (Attack, Defend or Spells) is carried out, but remains 
unaffected by the use of items. 

Looking at the first table, you will notice that increasing tension 
may not always be to your advantage. If you spend one turn 
building up tension and attack in your next turn, you will inflict a 
damage level of approximately 170%, whereas two normal attacks 
would easily have inflicted 200%. To make matters worse, some 
enemies are capable of launching special attacks which reduce 
the tension value of your characters to zero. In other words, the 
Psyche Up command isn’t something to use against just any old 
enemy, but should be reserved for special occasions. As you 
gain experience in the game, you will quickly develop a feel for 
situations where increasing tension may be beneficial. 


HIKW 


LEVEL Up 

If you have accumulated enough experience points to move up a 
level, the character’s attributes will improve. The level system is 
not random, but follows a set pattern. The characters also learn 
new spells when they reach certain levels. Things become more 
complicated from Level 4 onwards, when you are also awarded skill 
points and have to decide which skill you want your character to 
master (Fig. 8). Full details on this subject and a number of tips can 
be found in the section following this chapter. 

In addition to progressing normally via the levelling up system, 
you can increase status values by using particular items: 
various seeds can be used to boost Strength, Wisdom, etc., or 
to increase your maximum HP and MP values. Skill seeds are 
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particularly rare and enable you to distribute extra skill points. 



INFAMOUS MONSTERS 


If you see a monster in the field (Fig. 9), you are advised to 
proceed with extreme caution, as it will be one of the infamous 
monsters. These creatures are always found in the same location. 
They are formidable opponents and are likely to chase after you if 
they spot you trying to sneak past. The first time you defeat one, 
it will leave a monster coin behind, worth several hundred gold 
coins if sold. 


Fleeing is a totally safe bet during one of these battles, as the monster 
will disappear, although it will turn up again in the same place after 
you have visited a town or dungeon. There is also something special 
about these monsters, which won’t become clear until you meet 
someone called Morrie (see Walkthrough, page 135). 







































STATUS CHANGES 

Some monsters have special attacks up their sleeves, which 
cause “status changes”: 

Asleep: Sleeping characters are unable to accept any 
commands. The sleep ends automatically after a few 
rounds of combat. The sleeping beauty is more likely 
to wake up if he or she is hit in battle. You can wake 
a companion immediately with a moonwort bulb or by casting the 
Tingle spell. Sleep does not continue beyond the end of the battle. 

I Confused: Confused characters can still be given 
commands, but will react wrongly and may even 
attack their comrades! Confusion can be cured using 
I a greater panacea. The condition does not persist 
beyond the end of the battle and can wear off even sooner if the 
character is hit during battle. 


Tip: Remove the character’s weapon from them! 



Paralysed: A paralysed character cannot move. 

This is a similar effect to sleep and can be cured 
immediately with the Tingle spell or an item such as 
a moonwort bulb, rose-wort or moon’s mercy. 

Dazzled/Blind: A character's direct physical attack 
usually misses its target(s) when the character is in 
this state. The condition wears off automatically after 
a short while or, at the latest, by the end of the battle. 

Fizzled: The victim can’t cast any spells. The effect 
wears off after a few turns and does not last beyond 
the end of the battle. 

Poisoned: Poisoned characters lose HP when they 
move. This condition does not wear off by itself or 
when combat ceases, so must be cured with an 
antidotal herb, by casting the Squelch spell or by 



Purification in a church. Envenomated characters also lose HP during 
every round of combat (one-eighth of their maximum HP per turn), 
but this condition does not persist beyond the end of the battle. 


Curse/Knock Down: If an enemy curses a character 
during a battle, the character is unable to move in 
the next round of fighting and has to miss a turn. 
There are a number of possible effects if a character 
equips a cursed item: they may find that they are unable to move 
for a certain period of time, they may sustain damage when they 
attack, their maximum MP value may be halved, enemy strikes 
may cause more damage, etc. The offending item must be 
removed in a church in return for a donation. Note: The Hero is 
immune to curses! 

Practically all status changes can be reversed using a greater 
panacea. 




In addition to these special attacks, some enemies are also 
capable of reducing the characters’ Defence or Agility. These 
types of effect do not persist beyond the end of the battle. 

You can use support spells to counteract such status changes. 


Many enemies can also use special abilities or magic to make 
characters dance or laugh, to enthral them or to knock them to 
the ground. These tricks make your characters “miss a turn”, 
although in the worst cases you may forfeit up to three turns until 
the character is fighting fit again. There is one condition, however, 
which is much more serious and cannot be healed with time alone: 


Dead: If a character’s HP reaches zero, you 
must take him or her to a church to have them 
resurrected. Later in the game you can perform this 
task yourself with an yggdrasil leaf, or by casting 
spells such as Zing and Kazing. If all your characters die, your 
party will be revived at the nearest save point known to you, and 
you will lose half your gold coins. 




IN THE DUNGEON. 

From time to time during your travels you must brave the perils of 
a dungeon. Dungeons come in many different shapes and sizes, 
ranging from deep mountain caves to tall towers teeming with 
monsters. Here are a few points that you need to remember: 

If you encounter a “visible” monster in the dungeon 
(Fig. 10), it won't be an infamous monster, as these only roam 
outside. It is more likely to be a monster that you can engage 
in conversation, so there is no need to run away unless you’re 
feeling shy. 

*■ You can’t usually flee when fighting a boss. 

+ You can’t access the alchemy pot while you are in a dungeon 
(see page 63). 

+ The Zoom spell and chimaera wings only work outdoors, 
so you must resort to other methods if you want to leave a 
dungeon in a hurry - the Evac spell works a treat. 
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It is important to remember that you can’t really do anything 
“wrong”. Of course you can make the mistake of attempting to 
fight powerful monsters before your party is ready, but aside from 
being sent back to town and losing half your gold, no real harm 
will be done to you. You also needn’t worry about plot-related 
issues such as giving the wrong answer during a conversation. 


For example, if you refuse to search for Rylus when Trade asks 
you to at the beginning of the game, Trade will simply reiterate 
why this task is so important. Should you ever feel that you have 
given a “wrong” answer, just start the conversation again, and 
give the “correct” answer instead. 


TREASURE CHESTS 

During your adventuring you will occasionally come across 
treasure chests (Fig. 11). Some of these chests can be opened 
easily, while others must be unlocked with special keys (see 
Walkthrough chapter for details). 



NO* TOIW 


DON’T RE ASHAMED Of 
RUNNING AWAY 

If you realise that you are fighting a losing battle, or that you have 
no healing items left, it's wise to cut your losses and make a run 
for it (Fig. 1). Unfortunately, there is no guarantee that you will 
manage to escape the battle, except for when you are facing an 
infamous monster, when you can always get away. 
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HEALINQ 

Enemy attacks will always reduce your characters’ HR but don’t 
overreact and immediately heal the slightest scratch, as this 
would be a waste of resources. However, waiting too long to heal 
could prove fatal, so don’t leave it too late! When a character is 
badly injured, his or her HP indicator turns yellow and then red 
as a warning sign (Fig. 2). If the worst comes to the worst, don’t 
forget that a “dead” character can be revived in a church for a 
small fee, so it’s not the end of the world even if your entire party 
is defeated. All the same, death should be avoided as much as 
possible! (Note: Dead characters do not acquire any EXP when 
their living teammates win a battle.) 























SHOppiNCj .-. 

When visiting a new town, try to resist the urge to go on a in the next treasure chest! Note the buying tips in the Walkthrough 

spending spree. Don't snap up every item just because it will give carefully if you want to avoid such situations, and remember 

you a few extra Attack or Defence points, or your coffers will soon that there will always be even better (and considerably more 

be empty. You know how annoying it can be to spend your last expensive) items in the next town, 
gold coin on an expensive new axe, only to find one free of charge 



MACjIC FOR EVERYONE 


SELLING .-. 

Before selling old equipment, make sure it can't be recycled in the 
alchemy pot. Consult the list on pages 64-67 to see which items 
might come in useful. 


Be aware that magic wands are more than just weapons. For used for hurling fireballs in battle. Even the Hero and Yangus can 
example, although the wizard's staff that you find at Wishers’ Peak use it in this way, although the red “X” in the inventory implies that 

can only be equipped by Jessica and Angelo, the item can also be it is useless to either of these characters. 


STATUS ITEMS . 

Seeds that increase the characters’ attributes are precious items 
which should be used carefully. There is no general rule as to 
which character’s values you should boost, as this depends 
entirely on the way you play the game. For instance, if you mainly 
use Jessica for casting spells, there is no point in increasing her 
Strength, but it’s an entirely different matter if you rely on her whip 


EFFICIENCY . 

Try to defeat your enemies in as few turns as possible. For 
example, if you find that Yangus annihilates his victims with a 
single blow, yet the Hero needs to attack twice (Fig. 3), have 
Yangus attack a different monster to the one that the Hero is 
targeting - you can then defeat three opponents in two rather 
than three turns. On the other hand, if one attack by Yangus is 
insufficient to floor an enemy, both warriors should attack the 
same monster to eliminate at least one opponent in the first turn. 


CRITICAL HITS 


for group attacks. Or let’s say you find a seed of agility. Your first 
thought might be to put a spring in Yangus’s step, but it could also 
be a good idea to boost a character who is already fleet of foot, so 
he or she will be quick off the mark in (practically) any situation. 
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Very occasionally a hit will become a “critical hit”, which inflicts one enemy (i.e. whip and boomerang) or if the character's attack 

much more damage, regardless of the opponent’s defence. power has been increased using the Oomph spell. 

Critical hits can’t be inflicted using weapons that target more than 































PRACTICE MAKES PERFECT 

At the start of the game, you can only psyche up your tension 
to 50 but, with enough practice, you can exceed this limit. If 
a character has used psyche up or attacked in a state of high 
tension (Fig. 4) at least 90 times, you can achieve a value of 
100 (“super high tension”). 

You can tell when you have fulfilled this requirement, as the 
message “Character reaches a state of high tension" will no 
longer appear when your tension hits 50. However, there is only 
a 1 in 3 chance that your tension level will reach the maximum 
of 100. When you are in a state of super high tension, any 
damage inflicted by enemy attacks is reduced by 30%. 



SKILLS S ABILITIES 


Before long you must decide for the first time which skills your points to a single skill, you will soon reach a threshold that 
characters should learn. There is no one right answer to this temporarily prevents you from allocating any further points. You will 

question, as there are many different ways of developing skills. In then have to switch to building up other skills for the time being, 

general, you should ensure that your characters master the healing This threshold increases with the character’s level, so you can 

spells (Heal, Tingle, etc.) as quickly as possible, and a rapid means allocate more points the next time you move up a level. Over the 

of transport (Zoom, Evac) is also important. Yangus’s Helm Splitter next few pages, we will introduce the characters and their abilities, 

is another useful technique: the ability to reduce a mighty enemy’s and offer tips on how to make your skill point allocation choices, 
defence power will come in very handy. 

Bear in mind that dividing the points equally among all five skills 
is the least effective strategy. However, if you assign all available 









Characters 

The following pages tell you all you need to know 
about the characters’ special abilities and spells. To 
make things easier, we will first explain the struc¬ 
ture and. unitent of the tables that are featured in 
this chapter. 











KEYS AND 


As the values in the "Level’’ table show, the development of characters in 
Dragon Quest is far from random, and in fact follows a set pattern. It's no 
accident that in the early stages of the game the Hero is awarded less skill 
points than Yangus each time he levels up. Note how long it takes for each 
character to attain 100 skill points. You’ll soon see that they all develop at their 
own pace. Careful consideration should therefore be given to the allocation of 
points when a character moves up a level. The following pages are designed 
to aid you in making these crucial decisions. 

Note that weapon skills such as Swords, Axes and Staves are always linked to 
the use of an appropriate weapon. For example, the Hero can only use a sword 
ability if he is wielding a sword. The same applies to traits such as Attack +5 or 
MP max. +20: the effect is lost when you equip the character with a different 
type of weapon. 

The reverse is true of Fisticuffs: these abilities can only be used (or the 
traits enabled) if the character is not carrying a weapon, i.e. if they are 
bare-handed. 

Only the fifth category skills (Courage, Humanity, Sex Appeal and 
Charisma) work regardless of the selected weapon. For example, once the 
Hero has learned MP 3/4, the use of MP will be reduced for all spells. 


There are three possible targets for actions used to heal or support your 
characters: “1 ’ (you specify one character), “Party” (all four characters 
are affected) or “Self” (action is only directed at the character using the 
spell or ability). 

“Auto” means that the relevant effect occurs automatically as soon as 
it has been acquired. This applies to all items listed under the heading 
“Traits” in the Attributes game menu. 

0 Tension: indicates that the effect of the relevant ability or spell 

can be enhanced by building up tension (using the Psyche Up 
command: see page 19). 

□ Oomph: indicates that you can enhance the effect of the relevant 

ability or spell using Oomph, a useful support spell available to 
Jessica and Angelo. 


OWMCTHS 


When you learn a more advanced version of an ability, the basic ability will n Name: Stats such as “Attack +5” or “Critical hit %” in the “Name” 

be deleted from your ability list. For example, the Hero's Thunder Thrust ■■ column refer to traits that are automatically triggered when the 

spear ability will eventually be replaced by the mighty Lightning Thrust. appropriate weapon is equipped. For example, “Attack +5” means that 

attack power (see page 14) is increased by 5 points. 



Critical hit % means that there is an increased chance of achieving critical 
hits. Normal attacks on individual monsters have a small chance of 
becoming critical hits. The damage inflicted is much greater than normal 
and is unaffected by the enemy's defence, so a critical hit even enables 
you to inflict considerable damage on metal monsters. 

Q Info: Important facts about the effects of abilities and spells. 

Some effects only target specific enemies, e.g. monsters from the dragon 
family. Details of which family each monster belongs to can be found in 
both the Monster section of this guide (pages 68-99) and in the Defeated 
Monster List in the game (see page 15). 

For some spells and abilities you will notice information such as: “Inflicts 
158-190 points of damage on each member of a group (up to 239 at 
higher levels).” In other words, 158-190 is the minimum amount of 
damage you can inflict with this action (unless the monster has high 
resistance, as with metal monsters, for example). When the character 
progresses to the next level, the damage inflicted using this ability or spell 
also increases, but does not exceed 239. 


□ Level: With the exception of Yangus, the characters learn new spells 
by accumulating experience points and progressing through the 
levels. The “Level” column tells you which level the character must attain 
in order to master the relevant spell. 

□ Skill Points: Abilities are never learned automatically. When the 
characters progress to the next level, they are awarded skill points, 
which you must then allocate to the five skill categories. The “Skill Points” 
column tells you how many points are required to learn the relevant ability. 


Some spells and abilities cause status changes, the effects of which are 
described on page 20. 

“Spell” indicates that the listed item is a spell rather than an ability, and as 
such is susceptible to the effects of Fizzle. 

When the Hero has accumulated 100 points in the Courage skill, he learns 
two abilities: Kazap and Gigaslash. If he then also maxes out his sword 
skills (or if he has already mastered them all), Gigaslash is replaced by the 
more powerful version, Gigagash. 



B MP: This column tells you how many magic points are required to 
use each spell and ability. They cannot be used if the character has 
insufficient MR 

□ Target: This column indicates the number of monsters or characters 
affected by the spell or ability, usually “1 ” (targeted action against 
one monster), “Group” or “AN”. 

Exceptions are spells and abilities with targets “1-2” or “1-4”, where one 
action consists of either two or four individual attacks. The targets for 
these attacks are randomly selected, so you cannot choose the actual 
number of victims. 
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533287 


975135 


3732785 


4835845 


The Hero was a low-ranking royal guardsman in Trodain Castle. 

He was one of a small band who survived Dhoulmagus’s deadly 
attack, along with his current travelling companions, Trode, Medea 
and Munchie, the faithful mouse who lives in the Hero's bag. 


The Hero is a versatile character, as equally proficient in armed 
combat as he is in using healing spells and support magic. His 
preferred weapons are swords, spears and boomerangs. 
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Heal 

2 

1 

✓ Fisto-es 30-40 HP to one character 

4 

Squelch 

2 

1 


Cures one character of the Poisoned and Envenomateq 
status changes 

6 

Evac 

2 



Teleports the player back to dungeon entrance. (Only 5 ' 
works in dungeons.) 


Sizz 


Group 


Inflicts 13-19 points of lire damage on each member 
ojagroup. (Up to 35 points of dsrnage with increased 
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Miaheal 

3| 

i 

✓ 

Restores 75-90 HP to one character 

20 

Sizzle 

6 

Group 


Hlios 24-34 points of fire damage on each member 
Wisdom) 10 62 |K> ' nts ol <ta '™0 e “Hi increased 

27 

Fullheal 

6 

■ 


Restores all HP to one character 

29 

Zing 

8 


- 

Revives a dead character. Success rate: 50%. (50% of 
HP is restored.) 

32 IKasizzle 

lio 

Group 

- 

Inflicts 79-90 points of tire damage on each member 
ol ariroup. (Up to 170 points ol damage with increased 

65 | Dragon Soul 

64 

1 

- | Ability that inflicts more than 400 points of damage 

* on one enemy 
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Attack+5 


Auto 




» 

Dragon Slash 

0 


- 

* 

Inllicts 150% damage on monsters from 
the dragon family (otherwise normal 
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Flame Slash 

L° 

' 

✓ 

✓ 

Inflicts 150% damage. (Reduced damage 
on enemies with a high resistance to fire.) 

22 

Attack+10 


Auto 




30 

Metal Slash 

r 


- 


Each attack inflicts 1-2 points of damage 
on metal monsters. (Normal damage on 
other monsters.) 

40 

Critical hit % 


Auto 




52 

Falcon Slash 

0 

' 



2 slashes per attack at 75% strength. 

(4 slashes at approx. 55% strength with 
Falcon Blade.) 

66 

Attack +25 


Auto 




82 

Miracle Slash 

4 

i 

✓ 

✓ 

Inflicts 125% damage and restores your 
own HP by 50% of the damage inflicted 

100 

Gigaslash 

20 

Group 



Inflicts 158-190 points ol damage on 
each member of a group. (Up to 239 
points of damage at a higher level.) 

100- 

Gigagash 

» 

Group 



Inflicts 222-282 points of damage. (Up to 
331 points of damage at a higher level.) 
'Requires prior knowledge of all Swords 
and Courage abilities 







































































































spears 


fisticuffs 


3 

Attack +5 




' 

Mercurial Thrust 

o 

1 



The character is the first to attack in the 
round of lighting. Attack power: 80% 

12 

Thunder Thrust 


1 



A hit is highly likely to be a critical hit 
(Hit chance: 50%.) 

18 

Attack+10 


Auto 




25 

Multithrusl 

« 

1-4 



3-4 thrusts per attack at 50% strength. 

(Each target is selected at random.) 

34 

Critical hit % 


Auto 




« 

Clean Sweep 



- 

- 

Group attack. The initial damage is approx. 
80%and decreases horn one enemy to 

59 

Lightning Thrust 

0 




More powerful version ol the Thunder 
Thrust: every hit is a critical hit. (Hit 
chance: 50%) 

77 

Attack +25 


Auto 




100 

Lightning Storm 

25 

All 



Inflicts 190-220 points of damage on 
all enemies 






4 

Attack+5 


Auto 



» 

Defending Champion 

0 

Self 

✓ 

More powerful Defend 
- action. Reduces damage 
) by 90% 

17 

Stones'Throw 

0 


✓ 

Points of damage: 8-20 
| (group attack) 

24 

Knuckle Sandwich 

2 

1 


- 

Inflicts 150% points of 
damage. (Tension has no 
effect, accumulated tension 
is not reduced.) 

33 

Attack +20 


Auto 


- - 

42 

Thin Air 

2 

A„ 

- 


Inflicts 39-48 points of 
damage on all enemies. (Up 
to 132 points of damage at a 
higher level.) 

52 

Critical hit % 


Auto 


- L 

70 

Multifists 

b 

M 


14 blows per attack at 33% 

[selected from all enemies.) 

82 

Boulder Toss 

4 

All 

✓ 

Inflicts 72-104 points of 

1 damage on all enemies 

100 

Attack +50 


Auto 

✓ 

J: 


Boomera 



courage 



ds pay off if you are in pursuit of metal monsters, with Metal Slash (30 points) 
being particularly useful. If you accumulate 100 Swords and Courage points, you 
learn the almighty Gigagash, although this takes quite some time to achieve. 


rs of metal monsters in particular, with the Thunder Thrust 
(12 points) and Lightning Thrust (59 points). The Multithrust (25 points) is also 
worth a try against single enemies, but not if the individual attacks are distributed 
among several enemies. 

a real boon at the beginning of the game because the weapon strikes 
s. Later, however, this skill becomes less useful (over 40 points: Attack 
+15), so It is then advisable to switch to developing different skills. Not even the more 
powerful boomerang abilities are really worth the effort, as they simply don't inflict 
enough damage on enemies. 

Fisticuffs is largely ineffectual compared to the other skills, although some actions 
are worth a try, e.g. Thin Air (42 points). The Hero can only make a real imi 
with Fisticuffs when you increase the skill to its highest level (Attack +50). 


8 

Zoom 




ol listed known locations. Once 
! you have visited at least eight 
| destinations, you can use left/righl 
j to scroll through the pages. (Only 
| works outdoors.) 





,6 

Tingle 

2 

Party 


i Asleep and Paralysed status changes 


Holy Protection 

« 



1 Random battles against weaker 
l monsters are avoided lor a certain 
| time (in the wild and in dungeons) 

40 

Fizzle 

3 

Group 


| Spell that prevents an enemy group 

from using magic (status change: 
j Fizzle) 

48 

Zap 

E 


✓ 

damage on all enemies. (Up to 88 
| points of damage at a higher level.) 

56 

MP 3/4 

i - 

Auto 

_ 

| Spells only use 75% ol the usual MP 

70 

Kamikazee 


All 


The Hero sacrifices his own life. 
Enemies are wiped out (although no 
EXP is awarded) or sustain a high 
level ol damage. (Doesn't work with 

82 

Omniheal 

■ 

Party 


Spell that restores full HP to all 
characters 

90 

MP 1/2 


Auto 


Spells only use 50% of the usual 

MP; fractions are rounded up 

too 

Kazap 

15 

Group 


1 Spell: 100-140 points of damage on 

each member ol group. (Up to 220 
j points of damage at a higher level.) 

100 

Gigaslash 

H 

I Group 

- 

[ Indicts 158-190 points of damage on 
each member of a group. (Up to 239 
points ol damage ala higher level.) 


Courage is extremely useful as a means of learning traits that reduce MP 
consumption (at 56 and 90 points), and which also have the benefit of operating 
independently of the equipped weapon. Don't ignore the advanced attacks either 
(Zap. 48 points and Kazap, 100 points), or the Omniheal healing spell (82 points). 

Suggested strategies: Learn Courage up to 8 points (for Zoom) initially, then learn 
Boomerangs up to 40 points (for Attack +15), followed by Courage up to 100 points. 
Next, increase your Swords skill to 66 points (Attack +25) or your Spears skill to 
59 points (for the increased chance of critical hits). 

Another option would be to forgo Boomerangs altogether and start by dividing the 
points equally between Swords and Courage (up to Sword 66), then switching to 
Spears and Courage. 








































































































Yangus has no flair whatsoever for magic. He's the only character 
who doesn’t learn spells as he moves up through the levels, 
although he makes up for this by dint of his extraordinary strength 
and resilience. His weapons of choice are axes, clubs and scythes. 


This former bandit hails from Pickham. Game for 
anything, he is worryingly described as “a man to steal 
horses with”: a somewhat unfortunate choice of phrase, given 
Medea's current state... Yangus has recently become the Hero's 
loyal companion, and refers to him as “guv”. 


cluhs- 





9 1 

Attack +5 


Auto | 




19 

Heart Breaker 

2 


' . 


normal damage. May result in the enemy 
missing a turn 


Penny Pincher 

2 

n 



Normal damage. You steal gold (10% of the 
drop total) if the monster is not defeated 
when attacked 

32 

Monster Masher 

3 

i 

- 


Inflicts 150% damage on monsters from 
the material family. Otherwise inflicts 

110% damage 

48 1 

Attack +10 


[ AutoH 




59 

Critical hit % 


Auto 





Mind Breaker 

2 


- 

- 

Mote powerful version of Heart Breaker. 
Damage: 125%. High chance of stopping 
the enemy 

82 ] 

Attack +25 


| Auto | 




93 

Gold Rush 

2 


- 

- 

More powerful version of Penny Pincher. 
Damage: 125%. You steal double the 
amount of gold 

100 

Devil Crusher 

5 

' 

- 

- 

Inflicts 200% damage on monsters from 
the demon family, otherwise damage is the 
same as Monster Masher 







































































































scythes _ H 



Attack +5 


Auto 



22 

Steal Sickle 

0 

1 


- 

Normal damage. You can sometimes 
steal an item if your attack does not 
defeat the monster 

32 

Wind Sickles 

0 

1 



Points of damage: 29-40. (Up to 166 
points of damage at a higher level.) 

42 

Attack +10 


Auto 

' 1 


- 

50 

Grim Reaper 

3 


✓ 


May kill an enemy group instantly. 
Otherwise damage is 75% maximum 
(diminishes from left to right) 

60 

Critical hit % 


AutO 

- 



70 

Stainless Steal Sickle 

• 




Mote powerful version of Steal Sickle. 
Damage: 120%. Increases chance 
of stealing 

80 

Attack +25 


Auto 

- 



90 

Grimmer Reaper 

■ 

Group 



Mote powerful version of Grim Reaper: 
damage is 100% maximum if enemies 
are not defeated: 125% damage to 
members of the zombie family 

too 

Big Banga 

30 

A„ 

- 


Inflicts 175-225 points of damage on 
all enemies. (From Level 55 inflicts 
300-400 points of damage.) 


Humanity 


fisticuffs_ __ M 







3 

Attack+5 


Auto 




7 

Attack +10 


Auto 




12 

Knuckle Sandwich 

* 




inflicts 150% damage. 
(Tension has no effect; 
accumulated tension Is not 

18 

Critical hit % 


Auto 


[ . ■ 


25 

Attack+20 


Ado 




33 

fcd.00, 

< 




Reduced likelihood of 
random combat (even 
against powerful enemies) 

42 

Thin Air 

« 

A„ 

- 


Inflicts 39-48 points of 
damage on all enemies. (Up 
to 132 points of damage at a 
higher level.) 

60 

Multilists 

0 

,, 



4 blows per attack al 33% 
strength. (Random targets 
selected from all the 
enemies.) 

77 

Attack +45 






100 

Boulder Toss 

4 

Al, 

✓ 

• 

Inflicts 72-104 points of 
damage on all enemies 





Scythes: Scythes are just as useful as axes, particularly as they enable Yangus to learn 
Grim Reaper (50 points) and Grimmer Reaper (90 points). Steal Sickle (22 points) is 
also noteworthy, enabling you to steal an item from an enemy. 

Fisticuffs are great if you don’t want to spend money on weapons. Thin Air (42 points) 
is the most important ability for both Yangus and the Hero - even more potent when 
you combine it with Attack +45 (77 points). 


Suggested strategies: Allocate the first 10 points to Humanity (for Heal). Then learn 
Axes up to 66 points (for Executioner). Once you hit this milestone, depending on 
your personal preference you can either switch to Scythes or stick with Axes until 
you reach maximum points. 

Even if you choose to go down another route, you should still master Heal first. One 
option would be to specialise in Fisticuffs (up to at least 42 points). At first glance this 
might seem unusual, but it's actually a perfectly acceptable way to proceed. However, 
you should definitely allocate a couple of points to Axes so that Yangus can learn 
Helm Splitter. This ability is an absolute must for the big man, as it is effective against 
numerous bosses. You should also learn Hatchet Man and Executioner in preparation 
for facing the metal king slimes later on in the game. These timid monsters always run 
away the first chance they get 










































































enemy group to: 


Inflicts 34-46 points of damage on each member of 
ajjyoup. (Up to 86 points of damage with increased 


i damage inflicted by attacks or some of the 
it's abilities for 6-9 turns (see also page 22) 


Inflicts 24-34 points of damage on each member of 
ajjroup. (Up to 62 points of damage with increased 


Inflicts 20-28 points ol damage c- 

(Up to 62 points of damage with increased' 


enemy. 

ased wisdom.) 


.. 13-19 points of damage on ea 

agroup. (Up to 35 points of damage ’ 

























































































fisticuffs __ ■ 



whips _IB 







5 

Attack + 5 


Auto 




10 

Whiplash 

4 

Group 



! Normal damage. Can render a group of 
[ enemies ftralysed for 5-8 turns 

16 

Attack+10 


Auto 




23 

Twin Dragon Lash 

3 

« 

- 

- 

Two lashes, each on one target, inflicting 
over 150% damage. The targets are 
selected randomly within a group 

32 

Lady's Thong 

2 

Group 

- 

- 

Normal damage. Restores the character's 
own HP by 12.5% ol the damage on the 
first enemy 

43 

Attack +15 


Auto 




55 

Lashings ollove 

4 

Group 



More powerful version ot Whiplash. Damage: 
130%. Increased chance of paralysis 

68 

Attack +25 


Auto 



: 

82 | Queen's Thong 

2 

Group 



More powerful version of Lady's Thong. 
Damage: 125%. Restores 25% of the 
damage inflicted on the first enemy 

100 | Serpent's Bite 

8 

Group 



Damage: over 150%. (As usual, damage 
decreases from left to right.) 


sex Appeal _ ■ 




8 

Blow Kiss 

0 

i ✓ ✓ 

Normal damage: can paralyse 
enemies for 1 turn 

18 

Charm Monsters 


Auto 



Monsters have a 1/16 chance 
of becoming enthralled and not 

26 

Fuddle 

5 

Group 



Spell that can induce a state of 
Confusion in a group for 5-8 turns 

38 

Pllfl-Puff 

0 

1 



Can stop an enemy for 1 turn. 
(Inflicts no damage,) 

48 

Hip Drop 

0 

• 

✓ 

- Inflicts 150% damage 

54 

Sexy Beam 

* 

1 



Damage: 65-75 points. Can 
induce a state of Confusion on 
an enemy for 5-8 turns. (High 
resistance to Confusion reduces 

68 

Kasnooze 

p 

Group 



Spell that has a high chance of 
rendering the enemy Asleep for 

78 

Charm Monsters 2 


Auto 



Monsters have a 1/8 chance of 
becoming enthralled and not 

88 

Pink Typhoon 

j 5 I Group 

✓ 

i Damage: 76-84 (group attack) 

100 

Hustle Dance 

0 i All 


Restores 70-80 HP to all 
characters (no spell, no MP 







FBI 


3 

Acceleratle 

3 

Parly 

- 


Spell: increases alt characters' Agility 
in combat by 100% ot the normal value. 

Can be used several times 


Kasap 

4 

Group 



Spell: reduces the Defence of an enemy 
group by 25% of the normal value for 

7-10 turns. Can be used several times 

.3 

Max. MP +20 


Auto 



Jessica’s maximum MP is increased by 

20 points (provided a stall is equipped) 

21 

Bounce 

4 

Self 



Spell: reflects spells for 6-9 turns. Also 
applies to the other characters' spells 

31 

Magic Barrier 

3 

Party 



Spell: increases resistance against magic 
attacks (damage and status changes) 

44 

Max. MP +50 


Auto 



Jessica's maximum MP Is Increased by 

50 points (provided a stall is equipped) 

57 

Caduceus 

0 

1 



Restores 75-95 HP to one character (no 
spell, no MPusedl) 

70 

MP healing 





Restores approx. 1 -10 MP per turn (while 
a staff is equipped) 

84 

Max. MP +100 


, j :o 



Jessica's maximum MP is increased by 

100 points (provided a staff is equipped) 

100 

Kazing 

15 

1 



Spell: one character is resurrected and 
his or her HP fully restored 


* SKILL Tips * 


in, Toxic Sword (66 points), are 


Whips: Their attacks start off weak, but their advantage is that they can be used against an 
entire group of enemies. Twin Dragon Lash (23 points) may only target one or two enemies, but 
its Strength bonus makes it particularly valuable. 

Staves: Caducous (57 points) Is amazing, and will prove a vital healing tool. The MP regeneration at 
each tun (horn 70 points) may seem minimal at fist but proves its worth over time. The ability to 
resurrect a falen ally using Kazing (100 points) speaks for itself. 

Fisticuffs Is certainly not the ideal ski lor Jessica given her comparatively low Strength stats. 
However, she can theorehcaly Inflict 5,008 points of damage using Magic Burst, although this only 
apples at Level 100. As with Knives, rs not really worth wasting points on increasing this skill. 

Sex-Appeal: Jessica's personal speciality is almost as impressive as her skimpy costumes, 
particularly as few enemies are able to resist her Charm Monsters 2 (from 78 points). By amassing 
100 points, Jessica can leant the Hustle Dance, and thus ensure that her alies remain healthy 
throughout the battle by restoring at least 70 HP to al. 

Suggested strategies: If you use whips, you should team the skill up to Twin Dragon Lash 
(23 points). The Attack bonus is a good Investment of 43 points. You can then choose whether 
Jessica should concentrate on fighting, or learn extra spells with Staves instead. The other 
whips abilities are seldom used, so it may make more sense to allocate points elsewhere. 

Never underestimate the pulling power of Jessica's Sex Appeal! Aim to increase this to at least 
18 points. When you reach 38 points (at the most), you should switch to Staves, and keep 
going until you reach the maximum (Kazing is the one to aim for here). Jessica can take on the 
vital role of supporting the party against bosses if she learns Sap, Oomph or Insulatle. 




















































































































Inflicts 64-144 points ol damage on ea 
a^up. (Up to 200 poinls ol damage i 


The dashing Templar knight from Maella Abbey has some 
unusual hobbies for a man of faith: not averse to gambling 
and the company of beautiful women, he proves himself to 
be a colourful and useful travelling companion for the Hero, 
Yangus and Jessica. 

Angelo’s skills are impressively wide-ranging: initially he 
concentrates on healing and support magic, but later on he 
also reveals a talent for handling swords, bows and staves. 


Inflicts 20-44 points of damage on each member of 
aj^up. (Up to 76 points ol will ' 


spell 


inflicts 6-19 points of damage on fach memifcr of 
aigroup. (Up to 32 points ol damage with increased 


32 
































































































s words 


fisticuffs 









4 

Attack +5 


Auto 




9 

Flame Slash 

0 

• 

✓ 

✓ 

Inflicts 150% damage. (Reduced damage 
on enemies with a high resistance to fire.) 

15 

Attack+10 


Auto 




22 

Metal Slash 

0 

1 

- 


Each attack inflicts 1 -2 points of damage 
on metal monsters. (Normal damage on 

30 

Aback +20 


Auto 




40 

Falcon Slash 

0 

1 

- 


2 slashes per attack at 75% strength. 

(4 slashes at approx. 55% strength with 
Falcon Blade.) 

52 

Critical hit % 


Auto 




66 

Miracle Slash 

4 

i 

✓ 

✓ 

Inflicts 125% damage and restores your 
own HP by 50% of die damage inflicted 

82 

Attack +25 


Auto 




100 

Lightning Storm 

25 

Ah 

- 


Inflicts 190-220 points ol damage on all 
enemies (identical to the Hero's 100-point 
Spears ability) 


- 

Attack +7 


“ 



14 

Agility+10 


Auto 




21 

Dodging % 


Auto 



increases Angelo's ability to 
automatically dodge enemy attacks 

28 

Attack +15 


Auto 




35 

Knuckle Sandwich 

2 

< 



Inflicts 150% damage (tension has 
no effect; high tension is not used) 

42 

Harvest Moon 

6 

All 



The greater the number of enemies, 
the less damage per enemy 
(1 = 150%, 2 = 100%, 3 = 75%, 

4 = 60%. 5 = 50%, etc.) 

54 

Critical hit % 


Auto 


- 


68 

Defending 

o 

Self 



Mote powerful Defend action. 
Reduces damage by 90% 

82 

Attack +40 






100 

Miracle Moon 

6 

- 



More powerful version ol Harvest 
Moon: 1 enemy = 200% damage. 
Also heals by 25% of damage 
inflicted on the first enemy 









6 

Sandman's Arrow 

2 

1 

✓ 

✓ 

Inflicts normal damage. Can induce the 
Asleep status change in the enemy 

18 

Cherub's Arrow 

o 

1 

✓ 

✓ 

Inflicts normal damage. Regenerates your 
own MP by 1/16 of the damage inflicted 

“ J 

Needle Shot 

' 

1 



Damage: 1. May kill the enemy with 

32 

Attack+10 


Auto 




44 

Multishot 


« 

- 

- 

3-4 arrows per attack at 50% strength. 
(Random targets selected from all the 

59 

Critical hit % 


Auto 




66 

Seraph's Arrow 

0 

' 

* 


Variation of Cherub's Anew: same 
damage, but MP restored by 1/8 of the 
total damage 

76 

Attack +25 


Auto 




88 

Shining Shot 

10 

All 

✓ 


Inflicts 116-124 points of damage on 

100 

Needle Rain 

' 

1 



Mors powerful version of the Needle Shot; 
the attack is repeated 3-4 times 



ii 

5 

Group 


BO 

Spell that reduces the chance of a group 
of monsters landing hits for 5-8 turns 
(status change: Dazzle) 

6 

Fizzle 

3 

Group 



Spell that prevents a group of enemies 
from using magic (status change: Fizzle) 


Bounce 

'"'l 

Self 



Spell: reflects spells for 6-9 turns. This 
afso applies to the other characters' spells 

12 

Drain Magic 


1 



Spell that absorbs some of an enemy's 

MP Total = (level divided by 4) + 5 

28 

Max. MP +5ff”~ 





Angelo's maximum MP increased by 20 
points (provided a staff is equipped) 

48 

Caduceus 

0 

1 

✓ 


Restores 75-95 HP to one character (no 
MPusedi) 

56 

Kathwack 

15 

All 



Spell that may kill all enemies instantly, 
regardless of HP 

65 

Oomph 

* 

- 



Spell that doubles damage inflicted by 
attacks or some of the character's abilities 
lor 6-9 turns (see also page 22) 

80 

Max. MP + 50 


Auto 



Angelo's maximum MP Is increased by 50 
pomls (provided a stall is equipped) 

100 

MP healing 


Auto 



Restores 1 -10 MP per turn (while a staff 
is equipped) 











Squelch 

2 




Spell that cures one character of 
theFWson and Envenomated status 

2 

Fuddle 

5 

Group 



Spell that can induce a state of 
Confusion in a group lor 5-8 turns 

13 

Sarcastic Snigger 

3 

i 



Reduces an enemy's tension by 

19 

Angel Eyes 

4 

Group 

✓ 


Damage: 15-28. Can also render a 
group Paralysed for 5-8 turns 

27 

Divine Intervention 

- 

Group 



Spell: reduces resistance against 
magic attacks (damage and status 
chan|es) for 6-9 turns. Success 

39 

Ban Dance 

« 

Group 



Spell that can stop the enemy 
group inviting the characters to 
dance (which causes them to miss 
a turn) for 6-9 turns 

52 

Chilling Chuckle 

3 

Group 



More powerful version of Sarcastic 
Snigger: reduces the tension of a 
group of monsters by one level 

66 

Kafuddle 

10 

All 



Spell that has a high chance of 
inducing a state of Confusion in all 

81 

Charming Look 

« 

A" 

- 


More powerful version of Angel 

Eyes. Damage: 65-85. Can also 
render all enemies Paralysed 

100 

Pearly Gates 

20 




Spell that inflicts 180-210 damage 
on each member of a group. +50% 
damage on monsters from the 
zombie family 


SKILL Tips 


Bows: Multishot (44 points) Is particularly successful when used against individual enemies. 
Attacks that have the added bonus of MP regeneration - Cherub's Arrow (18 points) and Seraph's 
Arrow (66 points) - are also important as they help to sustain Angelo’s high MP negulrement. 

Staves: This skill is perhaps hot the best choice initially, as attacks will be relatively ineffective, 
but as the game goes on, If Angelo Is deployed principally as a magician Staves will come in very 
handy owing to the various support spells. 


Charisma: The Confusion spel (7 points), or Divine Intervention (27 points- reduces enemies' 
defence against spels). may come in handy. The more advanced abilities aie not essential, 
although Charming Look has undeniable appeal. 

Suggested Strategies: Learn Swords up to 30 or Bows up to 32 to give Angelo more attack power, 
as initially he's somewhat lacking offensively. You should then switch to Staves, first to learn useful 
support magic and then to increase Angelo's maximum MP when you reach 28 points. Then learn 
Charisma up to 27 points (Divine Intervention) or any weapon skill of your choice. 

However. If you intend to mainly use Angelo to provide support for the group, stick with Staves until 
you get to Oomph (65 points). Ybu will also unlock other handy abilities such as Caduceus and 
Kathwack en route. After that, focus on Chansma and set your sights on Charming Look (81 points). 








































































































Item* 

if you. want to find out all about the items that com. be 
found in Dragon Quest, what you ecut do with them and 
who ccut use them, this chapter is for you. The tobies cure 
divided into Items cutd Important Items, Weapons, Armour, 
Shields, Helmets and Accessories. The Lilts cure subdivided 
and sorted as they appecur in the game, so you can use 
the Coiledted Items Lilt from the Battle Records menu to 
compare items that your characters cure carrying with 
items that you have not yet come across. You will also Learn 
where the rarest and most valuable items are located. 










nt points about ttie tables: 

The given retail prices are the starting prices of the items. The price for 
some goods will drop if you flood the market. For example, the normal price 
for strong antidote is 95G, but once you have sold six units, the price will 
crash to 67G. If you sell more than ten, the price will fall even further, fetching 
you a mere 29G per measure. Some items decrease in value even if they have 
only been sold once previously. For example, the retail price for angel cheese 
immediately plummets from 2100 to 630G. 


i- Shop: From a merchant in the relevant town at the purchase price indicated. 
The ‘Shop” column also tells you if you can exchange tokens for a particular 
item at a casino (see pages 138 + 211) or if it is on Dodgy Dave's list of 
black market goods (see page 207). 

>• Location: In a treasure chest, cupboard, pot, barrel or sack, at the location 
indicated (further details in the Walkthrough). The “Location" column also 
includes items that you receive from other people, rewards from the 
Princess and prizes from Morrie’s Monster Arena (further details about 
this on page 202-203) 


+ Created From: these are the ingredients required to produce the item in 
the alchemy pot. Note: Some recipes are not available initially. Further 
information on the alchemy pot can be found on pages 63-67. 

The “Mix To" column features alchemy pot recipes which use the relevant 
item as an ingredient. It’s always a good idea to check out this section before 
you sell or discard an item. 

Special: Some weapons and armour have additional functions when used 
in combat. You don't have to equip the weapon or armour to take advantage 
of these abilities. This means that the relevant item can even be used by 
characters that would not normally be able to equip it. 

Cursed: This icon: ^ warns you of “cursed items”, which have a number 
of unpleasant side-effects. Should you be unfortunate enough to equip a 
cursed item, you can only remove it with the help of a priest. (Note: The Hero 
is immune to curses.) 

Equip On: In the Weapons, Armour and Accessories tables, you will see 
tiny pictures of the characters in your party, denoting which character the 
particular item can be equipped on. 


ITEMS S 


However, there are a few exceptions to this rule: items such as Baumren's bell 
or the mighty timbrel of tension can be used repeatedly, and therefore, despite 
having the characteristics of important items, are still listed in your inventory 


Objects listed under Items in the Collected Items List are “consumables", which 
can only be used once and vanish when they have fulfilled their function. Objects 
which cannot be sold, discarded or used in the alchemy pot appear in the 
Important Items list. 


IM 
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Function 


Buy Sell Shop 


Location 


Monster 


Created I 


yggdrasil leaf Resurrection of one 

^ character with Ml HP 

1000 


EArgonia. 

Blizzard Peaks. 

Black Citadel, 
areas accessible by air 

Dartr macaiboui 


Yggdrasil dew = Yggdrasrl leal + Magic water 

Premium mould = Red mould + Wateraeed mould + Yggdrasil leal 

Stan ol Resurrection - Rune stall + Lite bracer + Yggdrasil leal 

yqqdrasil dew Restores all HP 10 all 

party members 

\ 

- 1 

50 

Castle Trodain. 

Tryan Gully, 
areas accessible by air 
(Kingdom of Ascantha 

9 Pcujt 220 

Megaiodon 

SC5L 

Elfin elixir « Yggdrasil dew + Magic water 

Sage's stone - Gold nugget +■ Orichalcum + Yggdrasil dew 

Angel dreese = Fresh milk + Premium mould + Yggdrasil dew 

MAGIC water Regenerates 

r\ 30-35 MP 


50 Tryan Gully. 
PfcMem- 

(100 tokens) 

Argonia. 

Odrotsk 

lOStKHfi. 

Ifeeper 

Seed ol magic 

Yggdrasil dew = Yggdrasil leaf + Magic water 

EHin elixir = Yggdrasil dew + Magic water 

Chunky cheese - Plain cheese + Magic water 

Crimson robe = Sage's robe + Magic water* Nook grass 

Silver shield = Minor shield + Amor seco essence + Magic water 

elfin elixir Replenishes all of one 

. “ MP 


0 - 

■Ryan Gully. 

Arcadia region. 

218 

SrMspawn. 

|| 

|f 


character's Strength 
vatopermanentlyby 



PicMBm. Princess 

Minnie's Casile, 

Baccarat. 

Bedhom e>,ef 


Strength ring - Prayer ring + Seed ol strength 

SEED tff ABILITY Increases a 

W' character’s Agility 

value permanently by 


3 - 

Tower of Alexandra, 
jOngdomolAscanitva. 

WoddolOarlmess. 

feccaral 

Metal slime. 

Liquid metal 


Agility ring = Prayer ring + Seed of agility 

seed of depence Increases a 

—■w'v character's Defence 

value permanently by 



Kingdom otAscamha 
Plckham region. 

Kingdom of Vodain. 
MoteHde, 

Baccara region. 



Ruby of protection = Player ring + Seed of defence 

— character s Wisdom 

value permanently by 

1 

10 - 

POrt Prospect. 

Baccara! 

Maella region. 

EArgonia. 

Savella Cathedral 

Mimicking. 

Blue fang 


Scholar's specs = Ring of awakening + Ring ol clarity ^ Seed ol wisdom 

SEED Of SKILL Enables 5 extra skill 

points to be allocated 

41 - 

2000 1 

>0 Arcadia (once 

Ockham region. 

Emgycchu, 

Seer's Retreat. 

218 

Solans 




1 

18 - 

Fanebury region. 

Alexandra region, 

Feny. 

Kingdom olAscartha. 
Undo! the Moles. 

Cape west of Pickham, 
Princess MKuiie's Castle, 

Munboh-juriboe 


Recovery ring = Prayer ring + Seed ol life 

SEED Of MAGIC increases a 

/7»w character s max. MP 

value permanently by 

JUB 



ftScnapel.Neos 

Swordsman's Labyrinth, 
Kingdom of Trodain. 

Castle Trodain. etc 

Empyrea 


Prayer ring - Gold ring + Seed ol magic 

Magic water = Seed a magic + Holy water 

HOLY WATER Temporarily reduces 

Qtv. the chance ol random 

combat; inflicts 
VT\ 10-15 points of 

VX damage in combaf 

20 i 

10 shops 5 '**" 

AJetarSia 

Port Prospect 

Maella Abbey, 
shack on top of waterfall. 

Lump wizard. 
Firespirit 

T Roc* salt 

Amor seco essence = Holy water + Strong medicine 

Magic water = Seed of magic + Holy water 

Mystifying mixture = Holy water + Wing of bat + Cowpat 

Saintess shield - Mirror shield + White shield + Holy water 

Holy talisman = Tough guy tattoo + Holy water + Gold rosary 

youtoaknownplace 
(see Zoom spell) 



Port Prospect, 
ftregrlnauay.etc 

3 

Dracky. 

Dancing devil. 

Puppet master, 

8 

2x Wing of bat 

















































Function 


Location 


Monster 






Godbird’s Eyrie, 

Black Citadel, 
reward from the Princess 
of Medals {83 Medals), 

Wv 222 


(RankC) 

Dark Godbirds Eyrie 

W*3 t220 


Black Citadel, 
shack on top o 




WV‘ 


W pa 3‘ 























































Most types of weapon can only be used by certain characters. Everyone except 
Yangus can wield swords, although Jessica must first master the “can now equip 
swords” trait (by obtaining 30 skill points in the Knives category: see page 31). 
Her icon is “greyed out” in the swords table to indicate this restriction. 


Yangus’s two flails, which can be obtained in the latter stages of the game, are 
a special case, as they are not linked to any skills. They enable Yangus to attack 
several enemies at the same time. 


The weapons in the tables are arranged in the same order as they are in the 
Collected Items List in the game: first Swords, then Spears, Boomerangs, etc. 
The weapons are sorted in ascending order of attack power within the individual 


Function 
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Weapon An 

Special 

Property 

1 % 

Shop 

Location 

Monster 

Created From 

Mix To 

39 M ■ 

1350 



gSSS? 1, 

SB5 ' 


42 - 

3300 



Archrlemon. Belial 


Demon spear = Battle fork + Poison needle + Devil's tail 

PARTISAN 44 | 


2200 

A/gonea. 

Savelia Cathedral 





■ 

. SANDSTORM 67 i 

Can reduce the 
enemy's he chance 
when used in comhal 
( (Dazzle spent 

5300 




+ Saint 's ashes 

Ring o( truth = Gold ring + Sandstorm spear 

DEMON SpEAR 86 Ifl 

mrn S 

12500 




Battle fork 

* Devil s tail 


HERO SPEAR 100 fl 

Auto healing (the 
user receives 25% el 

in the lorm o4 HP) 

15000 


Prize in the 

Monster Arena 



\ 


24000 





Metal wing boomerang = Razor wing boomerang + Metal king spear 

BOOM F. RAN g 19 H 

iOMEI 

A s 1 

Farebury, 

Alexandria 


Spitnik. 

Yabby 


Reinforced boomerang = boomerang + bon nail 

EDgED BOOMERANQ 27 H 


1360 

680 

NCOS 


Dark star. 

Crayzee 


Razor wing boomerang = Edged boomerang + Wing of bat + Steel 

Spiked armour - Magic armour + Edged boomerang 

REINFORCED 32 M 

BOOMERANQ £- 

^ J 


840 




♦ lion nan 


RAZOR VVINQ 42 ifl 

BOOMERANg P- 


3800 

1900 



Gryphon 

Edged boomerang 
+ Wingofb^ 

Metal wing boomerang - Razor wing boomerang + Metal king spear 

SWALLOWTAIL 53 H 


6800 

Orkutsk 




Flametang boomerang = Swallowtail + Flame shield 

4S 





































































































FLAILS 


Special Buy/ 

Property Sell 




Created From Mix To 


Monster 

















































Weapon ATT Properly Sel( Shop Location Monster Created From Mix To 1 

|j 

I Theweaponlsrex 

3 linked lo a skill; 

1 hits every enemy 

I 

22250 


Reward from the 
Princess of Medals 
(110 Medals) 


^^ 


|jy 

lSk/t v 

KNIVES 

POISON NEEDLE 0 MS Only inflicts 1 point 

h-Tj of damage; a hit can 

\ I-- 

1000 

Baccara. 

1 

0 


Demon spear - Battle Ink + ftrison needle + Devil's HU i 

Assassin's dagger - Eagle dagger + Poison needle 

Ring ot immunity = Gold ring + Poison needle 

BRONZE KNIFE 9 B 

-vj 


150 

75 

fttegtin Qua/ 

Ferryjslandwest 



Thiers key - Iron nail + Bronze knife 

Copper sword * 2x Bronze knife 

Bronze shield = Leather shield + Bronze knife 

Bronze helmet = Slone hardhat + 2x Bronze knile 

. DAQ^ER 18 iff 

\j 


350 

175 


Farebury 

Clockwork cuckoo. 


Iron lance = Cypress stick + Dagger 

POISON MOTH 29 P 

% • 

1 A hit can induce 

theFtalysed status 

950 

Pickham 

Arcadia 

S' 


Hen scythe = Stedscythe + Mson moth knife * Hades’ helm 

falcon* 34 Ml 2 sabs per attack 

KN!FE tg (each inflicting 75% 

1 

7700 

4400 

Argonia 

Oricutsk 


Slime Earrings 
+ Agility ring 
+ Tough guy tattoo 


^ i 

-3T 


Arcadia Region 

Jumping jackal. 
Jackal tipper, 

ArSwrrrBn 

+ ftrison needle 

Imp knife = Assassin's dagger + Devil's tail 

V 1 

T5T 

Savella Cathedral 


Hades condor. 
Elysium bird 


Assassin's dagger = Eagle dagger + Poison needle 

iMp knife 52 M| A hit can absorb MP 

\L 

2250 




Asian's dagger 


. ICICLE DIRK 52 R 

^ ! 

I Inflicts ice damage 

Casts Crackle spell 
when used as item 
in combat (see 
page 30) 

<000 


Herb Grotto. 

Black Citadel 



Blizzard blade = Bastard sword + Icicle diik + Cold cheese 


1 

5500 






_ J| 





































































































































Protective gear increases a character’s Defence. Such items are invaluable 
in battle, with some even providing bonus defensive properties, which are 
detailed in the tables. 


ARMOUR 


51 
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Armour 


DEF 


Location 


Monster 


SAINTESS SHIELD 46 


Property Sell 


Reduces damage from 
fire and ice attacks 
by 2/3 



16000 


12000 


3650 


47500 


Dodgy Dave 


Areas accessible 
by air (Northwest 
Isle: plateau) 


%Ptuje218 


Created From Mix To 


Mirror shield 
+ White shield 
+ Holy water 


Hell’s gatekeeper 


Mirror shield 
+ Amorseco 
essence 
+ Magic water 


Metal king shield 
+ Devil’s tail 


Goddess shield 
+ Devil's tail 


Thanatos’ shield 
+ Saint’s ashes 


Ruinous shield 
+ Saint’s ashes 
+ Orichalcum 



Metal king shield = Ruinous shield + Saint’s ashes + Orichalcum 


Goddess shield = Thanatos’ shield + Saint’s ashes 


Thanatos’ shield = Goddess shield + Devil’s tail 


Ruinous shield = Metal king shield + Devil's tail 


ARMOUR 


HELMETS 


BANDANA 1 



POINTY HAT 



1 

I 

- 

45 

Peregrin Quay 

The Hero’s 
inventory 

Jailcat, 

Mummy boy, 
Skullrider, 

Killer croaker, 

Bodkin archer, 

Blood mummy 

- 

Boxer shorts = Bandit’s grass skirt + Bandana 

Leather kilt = Leather whip + Bandana 

Turban = 2x Bandana 

Mercury’s bandana = Bandana + Agility ring 




23 




3 

'Z 

- 

"T" 

Farebury 

Vangus’s inventory, 
Waterfall Cave 

Bunicorn, 

Beetleboy, 

High roller, 

Dark sabrecat 


Pointy hat = Leather hat + Iron nail 

Feathered cap = Leather hat + Chimaera wing 


a 

1 


33 





5 

r 


150 

Peregrin Quay 

Jessica's inventory, 
Red’s Den, 

Argonia 

Dingaling, 

Bag o’ laughs, 
Chimaera, 

Garuda, 

Heligator, 

Darkodile 


Bunny ears = Hairband + Bunny tail 


1 


75 




fan 

7 

l 

* 

70 

Peregrin Quay 


Squid kid 

Leather hat 
+ Iron nail 

Stone Hardhat = Stone axe + Pointy hat 'i 
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)T 


B 







M 

8 

lV 

r r : 

Vb 


410 

205 

Simpleton, 

Ascantha 

Argonia 

Mummy boy, 
Mummy, 

Terror tabby 

2x Bandana 

J 


♦ 




Jbj 


57 





























































































































































































































































SCHOLAR’S SpCCS 


Occasionally you will see a brief cutscene showing Trade tinkering with something 
in his wagon. When you cross the sea to reach the southeastern continent, 


Trade’s surprise is finally unv^toj 
in the Misc. menu, enabling yout 


Ichemy pot! A new option will then appear 
! this important piece of equipment. 


. r 

Savella Cathedral. 

Neos 

Towed soul 


Holy talisman = Tough guy taaoo + Holy water + Gold rosary 

Princess's tone - Angel's robe + Gold rosary + Shimmering dress 

Holy lance - tong spear + Gold rosary 

Wisdom+10. max. fm 

MR+30 CT 

E 7250 




Skull ring 
+ 2c Saw’s ashes 

Skull ring = Sorcerers ring + Devil's tail 

/• i - 

Wgoria 

Neos 

Mummy, 

Puppa player. 

Dead ringer. 

Ring of awakening 

+ Seed of wisdom 

Scholars cap - Magical hat« Scholar's specs 

Wisdom +20, MP M 

restored vtfxle moving. E2 

against Snooze. psft- 

Fuddle. Paralyse H 25500 





/ | iff j\ 



WHEN TWO BECOME ONE. 

Basically, creating items with the alchemy pot is as easy as falling off a log: 
you simply open the menu, select an item from the inventory or bag and place 
it in the pot, then select a second item and throw that in. After a few moments 
you will find out if the two ingredients are suitable for mixing. If they are not 
compatible, both will be returned to their original locations. If the two items 
are suitable for mixing, the magical process will begin. All you have to do is 


SELECTING INGREDIENTS . 

Select whether you want to access a character's inventory, or the bag, from the 
list on the left of the screen. The contents of the relevant location are displayed 
in the centre. Items that have been equipped by a character or which cannot be 
used for alchemic purposes are greyed out. 

When you select an available item, it will appear in the alchemy pot on the 
right. The cursor will then return to the left-hand side, ready for you to choose 
the second ingredient. Once you have done so, press @ to start the mixing 
process and then confirm your decision. You will automatically return to the 
Misc. menu if you have a workable formula. (Note: The order in which the 
ingredients are added to the pot is irrelevant.) 

Sneak preview: You can stop the mixing process at any time before you hear 
the "ping” simply by opening the Alchemy Pot menu and confirming that you 
want to stop the process. The ingredients will then be returned to the inventory, 
in their original condition. 

However, you can just take a peek at the pot without interrupting the mixing 
process to see how your concoction is progressing. The more fiercely the mixture 
is bubbling and the more frantically the lid is rattling, the closer it is to completion. 

Recipes: Once you learn a recipe, it is automatically recorded in the Alchemy 
Recipe Book (a new menu item in the Battle Records menu). You can 
obtain recipes from books (by perusing bookshelves), during conversations 


wait, the alchemy pot does all the hard work. Exit the Alchemy Pot menu and 
go on your merry adventuring way. You will eventually hear a “ping” (similar 
to the sound of a microwave), signalling that the process is complete. Open 
the Alchemy Pot menu to see the result. Your brand spanking new item will be 
placed in the first free space in your inventory. 


with people that you meet on your travels, or by stumbling on successful 
concoctions while experimenting. When you select a recipe from this menu, you 
will then automatically access the alchemy pot. 

The power of three: Initially, you can only mix two items In the alchemy pot but, 
at a certain point in the game (see Walkthrough page ???), Trade upgrades his 
pride and joy so that you can create items using three ingredients. 

Out of sight, out of mind: You can only access the alchemy pot when Trade or, 
more precisely, the wagon is nearby: you cannot access it in a dungeon. The 
pot will bubble away happily in your absence, however, so it's always a good 
idea to chuck something useful on the back burner before you enter a dungeon. 



Gone off the boil? Just think how upset Trade will be If you leave his precious 
invention to rust in the back of the wagon! Trust us, you wouldn't like him when 
he's angry! It therefore makes sound sense to use the alchemy pot regularly. You 
should really have something brewing all the time. Even if you don't 
currently have the necessary ingredients to concoct a more exotic 
weapon or item, you should still take the opportunity to mix 
something basic that you can sell at a profit. For example, the 
classic combination of medicinal herb + medicinal heib = 
strong medicine will sell for 88G (although the price will 
change later). You will find numerous helpful alchemy 
tips throughout the Walkthrough. 























The mixture cooks more quickly in the wild than in towns or dungeons. Using 
faster modes of transport such as ships or animals will not speed up the 
process. There are no short cuts in the world of alchemy! 

The preparation time can also be thought of in terms of “running time". The 
table below tells you approximately how long you must run before a mixture is 
ready. (If your character is walking slowly, the process will take twice as long.) 


REQUIRED FOR MIXTURES 


End Product Ingredient 1 Ingredient 2 Ingredient 3 Special Property *1 *2 Location of Recipe Comments 


BECipES 


§OOD THINGS COME TO THOSE WHO WAIT 


The alchemy pot takes time to work its magic, although the time varies for 
different brews. As a general rule, the more complicated the recipe, the longer 
it takes. Strictly speaking, the time isn’t measured in minutes but in miles 


You can’t just hang around and wait until your concoction is ready, you have 
to move. Nothing will happen if you start a recipe and then put your controller 
down while you pop off for a cup of tea. Mixing will only progress while your 
party members are on the move. (It doesn't matter if you make the character 
run against a wall, as long as they’re moving.) 

RATING. 

This column gives you an idea of the usefulness of items produced in the 
alchemy pot. The rating shows you at glance which recipes deserve your 
undivided attention and which are not worth a second glance: a rating of 
zero stars suggests a complete waste of time and ingredients, ' 
stars indicates an essential piece of equipment. 


TI 



























































































End Product 

Ingredient 1 

Ingredient 2 

Ingredient 3 

Special Property *1 *2 

Location of Recipe 

Comments 

Cured cheese 

Fresh milk 

Premium mould 

Anre, sec, essence 


8 


DarkEmpycchu.maninthe 
house who is looking at the bows 


B Anoel cheese 

Fresh milk 

Premium mould 

Yggdrasildew 


B 


r — 


■ Hard cheese 

Plain cheese 

Rock salt 



A 




19 Sell cheese 

Fiesh milk 

Rennet powder 

Rock salt 


A 


Arcadia, bookshelves in the km 


8-M Chunky cheese 

Plain cheese 

Magic water 



B 


Baccarat, bookshelves in a house 

Very useful until you master Insulatle 

a HHWys.run, cheese 

Super spicy cheese 

Cold cheese 

Rock sail 


B 


Tty® Gutty, buokshetvesnere 


■ P ' emiUmmW,M 

Red mould 

Wbtemeed mould 

rggdrasil leal 


B 


Orkutsk bookshelves in Marek's 


■ Thiel's key 

Iron nail 




A 


Farehuy. Thiel's key recipe 

I* »eM ; make it lmmediareiy.il 

M Copper sword 

Bronzeknife 

Bronze knife 


AJttack 13 

A 




Rusty old sword 

Liquid metal sword 

Mystifying mixture 

Cowp* 

Alttack 45 

A " 




^B Holy silver rapier 

Templar s sword 

Holy talisman 


Attack: 54 

B 



Can also be bought In a shop 

■ 

Falcon blade 

Meteorite bracer 


Attack: 55 

E 

.... 

NorflStslai5 eh,l,0n 

A very useful weapon, even though you 
have to sacrifice a Meteorite brace 

B Fallen angel rapier 

Holy silver rapier 

Devil s tail 


Attack: 61 

C 


Areadta. bookshelves m a house 


■ Zombie slayer 

Zombtesbane 

Holy talisman 


Alttack: 65 

D 


Arcadia, bookshelves ki a house 


Double-edged sword 

Ube'double-edge 

Devil s tail 


Attack 76 

C 




n Uber double-edge 

Double-edged sword 

SamTs ashes 


Attack: 76 

D 



Saint's ashes ™" y 

R3 Mercury's rapier 

Fallen sngel rapier 

Mercury's bandana 


Attack 78 

D 




Dragon slayer 

Dragonshane 

Mighly armlet 


Attack 83 

D 

.... 

Savella Cathedral (behind the 
building with the glass lift shaft 
after the Black Citadel has 
appeared) 

Extremely useful against certain bosses 

^B Blizzard blade 

Bastard sword 

Icicle dhk 

Cold cheese 

Attack 90 

E 



Can also be bought in a shop. An Icicle 
dirk is very useful, hut as luck would 
have it. you can find another one tala on 

B Uber miracle sword 

Miracle sword 

Lite bracer 


Attack: 95 

E 

□ 

Black gtictel. outside. 


^B Shamshir ol light 

Rune staff 

Light shield 

Shimmering dress 

Alttack: 110 

E 


Savella Cathedral, salesman from 
the item shop 


■ Liquid metal sword 

Rusty old sword 

Slime crown 

Orichalcum 

A”** 118 

E 

□ 

Ryan Gutty, bookshelves next 


Iron lance 

Cypress sbck 

Dagger 


Attack.- 24 

A 



| Can also be bought in a shop 

^B Long spear 

Cypress stick 

Cypress sbck 

iron lance 

Attack: 30 

C 



| Can also be bought in a shoo 

9JJ Holy lance 

1 tong spear 

Gold rosary 



D 



! Very useful Wialty when the Hero uses 
Spears. Can be bought in Pickham 

Sandstorm spear 

Fbrtsan 

Saint's ashes 


Attack: 67 

D 


Desert Chapel, the seated man 

Dazzle effect. A useful ingredient for 


Battle fork 

Poison needle 

Deyll'stbl 

Attack: 86 

E 


Pirate's Cove, bookshelves on 
the first floor of the basement 

Very powerful when it fist becomes 
available. Use Devil's tail for this or 

HH Reinforced boomerang 

Boomerang 

ken nail 





Marcello's room 

I* useful, as it is a powerful weapon 
initially. Howeva you should use the 
first Iron nail that you Bnd to mix the 

K9 Razor Wing 

|"j| hoomeranc 

Edged boomerang 

Wing of bat 

Steel scyltre 

Attack 42 

D 




P| Flamelang boomerang 


Flame shield 


Attack 63 

D 




PjB Metal wing boomerang 

Razor wing boomerang 

Metal king spear 


Attack 90 

E 


Black Citadel, outside, 
bookshelves 

A fairly powerful weapon, which can be 
useful in combal against monsters from 
the metal family 

WM Stone axe 

Stone hardhat 

Cypress slick 

- 

Attack 20 

[I] 


- 


B Golden axe 

Iren axe 

Gold nugget 


Attack 27 

B 


Castle Trodain. bookshelves in ] 


El Iron axe 

Farmer’s scythe 

Parma's scythe 


Attack 38 

a 



This will be useful to tonga it you make 
it at PHegrin Quay 

El Bandit axe 

Battle-axe 

Ws* 


Attack 55 

c 


^.atemanfromihe 


H Moon axe 

Golden axe 

Moon’s mercy 


Attack 60 

cx 


Argonia. child in me 

You Ira) it in a chest in Argonia Castle 

U| King axe 

Golden axe 

Slime crown 


Attack: 80 

D 



Can also be bought in a shop 

P| Sledgehammer 

Giant mallet 

Iron helmet 

iron helmet 

Attack: 33 

m 



Can also be bought in a shop 

|| Ube, war hammer 

warhamme, 

Mighty armlet 


A"** 69 



Arcadia, bookshelves in a house 

Only il you definitely wantlo light 

9 Me5a,onhj ' nme ' 

Uber war hammer 

Conqueror's axe 

Orichalcun 

Attack 108 

E 


BMCteM. outside, 

Tbu musl sacrifice your mosl powerful 

223 Hell scythe 


Wson moth knife 

Hades'helm 

Atttack: 65 

E 





Slime earrings 

Tough guy laltoo 

Agility ring 

Atttack: 34 

C 




1H Assassin s dagger 

Eagle dagger 

toson needle 


Atttack 37 

c 


Baccarat bookshelves m a house 


n lmpknl,<! 

Assassin's dagger 

Devil's tail 


Atttack: 52 

D 


Castle Trodain, outside in front of 
the fountain (after the Dark Ruins) 


■■ Leather whip 

Devil's tail 

Saint's ashes 


Attack 6 

A 




^9 Snakeskin whip 

Leather whip 

Scale shield 


*"“*23 

B 

: 

Lakeside Cabin, bookshelves 

ITCry useful initially. Can lata be mixed 
lo make Dragontail whip 

Dragontail whip 

Snakeskin whip 

Dragon scale 

Dragon scale 

A«ack47 

D 


ftddla's Tenl man in the lent 

Recommended as soon as you have 
some spare Dragon scales ^ 

j^Lemonwhi^^^ 

Scourge whip 

DevjlSBi^^^^ 









: 


Required 



65 

























































































































































































































































better than to make life difficult for you bn tke world of Dragon Quest. You 
will Learn about each monster’s attributes so that you will be aware ofksnu 
dangerous an encounter Ls Ukrly to be. You -will also find out which items 
your enemies are likrly to leave behind after a battle. 






DRACKYl 


Bird Q 


Item (Chance) 


□K3HS 


I Farebury region, Waterfall Cave, Kingdom of Trodain, 
Isolated Plateau, Godbird’s Eyrie 


Often rionnes attacks 


1. No.: As listed in numerical order in the Defeated Monster List: 10. Item: An enemy sometimes leaves a valuable item behind 

see page 15 in the How to Play chapter. after a battle. This could be a normal item or a rare one. 


2. Name of the monster 

3. Family: Indicates the type of monster. 


11. Chance: This indicates the likelihood of the monster leaving 
an item behind after combat. The chance of acquiring one of 
these items tends to be between 0.39% and 12.5%. 


4. HP: The “hit points” (or damage points) indicate the minimum 
amount of damage you must inflict to defeat your enemy. It is 
important to bear in mind that some monsters can heal themselves. 

5. MP: This is the amount of MP (magic points) available to your 
enemy during combat. If the value indicated is zero, the monster 
is unable to cast spells. This also means that a spell such as Drain 
Magic, which transfers MP from the enemy to your character, will 
have no effect. 

6. Attack: This attribute determines your enemy's strike power in 
combat. 

7. Defence: This indicates your enemy’s defensive capability. 

8. Agility: This attribute determines the point in a battle turn at 
which the enemy engages in combat. Enemies with a high Agility 
level can also occasionally dodge attacks. 

9. Level: This indicates the monster’s level. This information is 
important if you want to use the “Intimidate” command to frighten 
a monster away. 


12. EXP: All characters who have survived a battle are awarded 
experience points for the monsters that they have defeated. 

13. Gold: Defeated monsters generally leave a certain number of 
gold coins behind after a battle. 

14. Intimidate: This indicates how a monster will react if you use 
the “Intimidate” command in combat. 

15. Habitat: This information is helpful if you are in search of 
a particular monster, as it lists typical locations in which that 
monster may be lurking. Further details can be found in the 
relevant sections of the Walkthrough. 

16. Special Property: This details some of the special skills that 
a monster may use in combat and occasionally provides handy 
hints for tackling said monster. 

“Concentrated attacks” indicates that the monsters focus their 
attacks on one party member. 













































INTIMIDATE 



l.l |)S 


The likelihood that you will force a monster to flee by making 
threatening gestures is not down to pure chance, but is in fact 
governed by strict rules. The crucial factor in the monster’s reaction 
is often the difference between the level of the monster and the level 
of the Hero. As a general rule, the Hero should be at least three 

Effect of intimidate_ 


levels higher than his enemy, otherwise you are unlikely to intimidate 
your opponent. “Neutral" means that either the monster does not 
react at all or that it will merely be startled. The latter is of no use 
to you, but is preferable to the monster launching a counterattack. 
Note: All boss monsters are classed as category G. 


Monster’s Behaviour 

Level Difference 

Flight 

Neutral 



May flee whatever the strength of the Hero 

3 or more 

100% 

0 

0 


Up to 3 

20% 

60% 

20% 

B 

Only flees if the Hero is slightly stronger 

3 or more 

100% 

0 

0 

Up to 3 

0 

70% 

30% 

C 

Normally flees 

3 or more 

90% 

10% 

0 

Up to 3 

65% 

25% 

10% 

D 

Only flees if the Hero is much stronger 

15 or more 

90% 

10% 

0 

Up to 15 

0 

10% 

90% 

x 

Varies 


25% 

50% 

25% 

F 

No reaction 


0 

100% 

0 

G 

Always attacks 


0 

0 

| 100% 


The game will not be as much fun if you 
simply consult the table to ascertain the 
level of each monster and calculate your 
chances of making the monster run away. 
It makes much more sense to defeat the 
monsters and accumulate experience 
points. This information is really designed 
for situations when your characters are 
on their last legs and fighting for survival, 
when their next battle could be their last. 












































































































10 MISCHIEVOUS MOLE Beast 



11 MECHA-MYNAH MacJu+u 












































































































































































































































































































































































41 puppETEER 


42 BODKIN BOWYER 


HtAAMMtOicL 


HUMUUl&id 















































































































































































52 WALKING CORPSE 

m 
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61 MUD MANNEQUIN 


62 CAN NI BOX 



1 

pH 

i II 

-I 




ROCKBOMB 


fll HP | 68 i***_ j 52 \m-. j 51 

m Imp | 20 loelence I no |Level | 18 


j I HP 1 78 lAtfack 1 65 lAgility M 45 

| Imp | 15 iDetence | 70 MBggpn 18 

|ttem (Chance) ££9Gold bracer (1.56%) 

■ 1 Item (Ctiance) .. 1 Rock salt (12 5%) 

H |Rare Item (Chance) iRockbomb shard (1.56%) 


MMHMCSftjg^Gold ring (0.39%) 

.. „ Kingdom of Trcdain Mole Hole. Castle Trcdam 

r 1 Tension and defeat if quickly 


U o‘ Tioda r 

E&nn 

^■1 i 

Fizzle. Concenlraled attack possible 


MUDDY HAND 



74 TERROR TABBY 
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75 DEV1LMOTH 





76 BUFFALO WIN <3 


















































































































































































89 DRACjONTHORN 





HP 1 105 1 Attack 1 99 

b' 1 r - 

S 45 

| MP | 255 loefence | 88 

Iteve, 

1 2' 

| Hem (Chance) |Medicinal herb (3.13 



| Rare Item (Chance) |lroo lance (1.56%) 




j CSZIHII^HI Baccarat region 

l is Multithrust. Tip: use 

i Snooze or Fud. 



101 TREEVIL 




Houses 


92 COCKATEER Bird 



MCHST05 












































































































































































107 MUSHROOM MACjE 


108 REDTAIL HipSTER 



























































































































































































117 SKULLKIDER 
















































































































































































131 KIN§ CURESL1ME 













































































































































































151 BONE BARON Zombie 




IJM5I 


S1 



















































































































































































158 DEAD RINCjER 



159 LIVING STATUE 



160 FREEZE FLY 



161 DARK SLIME 



161 DARK SLIME 


162 FROSTRURN 




£f HP I 113 

|«*ack 

B 99 Nlily 

■ 78 

■1 MP | 10 

1 Defence 

iTsTliH 

1 30 

31 ' Chance) 

■Huaaicwr 

iter (3.13%) 


Hare Item (Chance) | Chilly cheese (1.56%) 


null ■nur.lTT.Plf; 

■ Blizzard Peaks, Herb Grotto 

■ B 






































































































































































































176 ZOMBIE CjLADIATOR ZowJrie | 














































































































































































185 DARK MINISTER 


190 HELI(jATOR 


184 DARK STAR 


181 DARK MAC ARBOUR Pbuvt 


Elemental 

















































































































































































192 KILLER CROAKER 



195 CYCLOPS 



tjHP 1 482 1 Attack 

1 254 



■IMP | E |Detence 

| •■■2 | level 

| 94 


■ item (Chance) |4ncr;e 

:o essence (313%) 



I [Rare Item (Chance) I Giant mallet (1.56%) 


1 KUI HI 

oim 

B B 


f BSH 


It Critical hit 


















































































































































































205 MIMIC KINCj 



209 fROU-fROU 


210 STONE GUARDIAN 


Kfence "j 180 B'l 43 

1MP I 0 |Defence | 287 (level | 43 

■— ■ 

» jj^jj^j^^Jliodbird's Eyrie. Untrodden Groves. Black Citadel 


211 WIQHT PRIEST 



HELL CjLADIATOR 


b HP 1 276 

I Attack -I 256 |*gility 1 112 


N MP 0 

iDefence | 167 [level ■ | 44 


i 

"il Hades' helm (0.78%) 


U flare Item (Chance) 

ell Platinum sword (0.39%) 


V f 416 1W 94 TffiffiRf c 



1 Black Citadel (then also in the Pickham region, etc.) 



1A very powerful enemy able to inflict the Asleep and 

1 Paralysed status changes for 1 -2 actions per turn 





DARK QRTpHON 


|-| HP 1 286 1Attack 1 170 lAoHty 1 118 

It MP | 100 |Defence | 136 llevel I 47 

‘IfSB* H-S IT -1 186 g|! : 

B Item (Chance) 1 Rennet powder (6.25%) 

B Rare Item (Chance) |Saini s ashes (0.78%) 

|j^ I Bunny tail (3.13%) 

. i ’ ill'are Item (Chance) | Saint s ashes (0 78%) 

Jj Hfl 

■ 411 MW hi ■ItHl.tlllUl b 

1 J Ihe Black Ci^ao^a^fortPro^t, txi tte trartscuft ol 

^ EE2EH Can resurrect a monster using Kazing and induce me Envenomated 

i-J. ' oh resistance (except to spells such as Woosh) 


215 DARK SABRECAT 



216 HELL HOppER 



HP 1 263 1 Attack 1 279 lAgiiity 

1 130 

MP | 255 IDefence | 166 llevel 

3 « 

Item (Chance) ^Moon's mercy (3.13%) 


Rare Item (Chance) I Elevating shoes (0.39%) 



217 DARK DEVILDOCj 



218 HEAVY HOOD 






































































































































































220 SILHOUETTE 


Elemental 





224 RigHT WIN§ 


232 €}REAT TROLL 


226 PANDORA’S BOX Material 


Z.omUe 














































































































































































































































































































































































































































































































































































Aquatic 


257 OCTAVIAN JMRATE 


Aquatic 


258 RIPTIDE 


Aquatic 




















































































The monsters you can see wandering 
known as “infamous monsters”. These cr«St*RsMTusually more 
powerful than the ones you encounter in raoiJgji«ombat. You can 
find out just how powerful they are on the following pages. You 
can also “recruit" these monsters to fight for you in the Monster 
Arena once you have become a monster team owner. 


On most of the following tables, two values are indicated. The 
exact scale of values depends on the level attained by your 
character, because the status values of the infamous monster 
increase as the Hero gains experience. This also applies to 
monsters that you have already recruited to your team. 


ARCHFIEND Q 
ARCH-ARCHDEMON | 


Denton Q 



HP as Enemy 

4 

1296 

Gold 


EXP 

5 

466 

Monster Coin | 

| Gold 

Location/Cond. 

8 9 

[Untrodden Groves 


KflF[ft8-74 1 

Efflgp304-335f»!33»F 

^132-1 68 ffllf 

Pi 02-190 

HP in Team 

926 | Turns 

BJ 

0.9 

Monster Teams | 

y Far From Heaven 




Info 15 

1 Archfiend inflicts heavy damage on all enemies using Kaboom. He also protects the party 
using Insulatle. A very good monster 


• 


1. Name: The name a monster adopts when it fights for you in the 
Monster Arena. 

2. Name as Enemy: The name displayed if you meet an infamous 
monster on the world map. 

3. Family to which the monster belongs. 

4. HP as Enemy: This indicates how many hit points an infamous 
monster has when it confronts you as an enemy. Monsters 
normally have more HP when they are fighting you than they do in 
the Monster Arena. 

5. EXP: This tells you how much EXP you will receive for 
defeating the monster. 

6. Gold: This indicates how much gold you will receive for 
defeating the infamous monster. 

7. Monster Coin is the item left behind by an infamous monster 
after you defeat it for the first time. 

8. Location: If you are looking for a specific monster, it is best 
to consult the world map on pages 204-205, which marks the 
locations of the infamous monsters. Note: Some monsters may 
reside in several places. For example, Metabble can be found in 
four different places, but the precise location of your encounter 
will be randomly selected. 


9. Conditions: If a rank is indicated, this means that the infamous 
monster only appears once you have achieved this rank by 
fighting in the Monster Arena. In fact, some monsters don’t even 
appear until you have successfully completed the game! 

10. MP: This tells you how many magic points the monster has. 

11. Attributes: The Attack, Defence and Agility attributes indicate 
the monster’s strengths and weaknesses. 

12. HP in Team: This indicates how much HP a monster has 
when summoned in a battle using the Call Team command or 
when it is fighting in the Monster Arena as part of a team. Details 
can be found on pages 202-207. 

13. Turns: This determines the time your monster team spends 
engaged in combat. You will find further details in the Secrets 
chapter, starting on page 203. 

14. Monster Teams: When certain monsters join together to form 
a team, they may acquire a special skill or a “team bonus", which 
boosts specific attributes. You can read more on this subject under 
“Monster Arena” in the Secrets chapter, starting on page 202. 

15. Info: This provides a wealth of useful information about the 
monster and its abilities. 
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BISHOP Z&wJne 

WIQHT HICjHpRIEST 



BLIZACj JR. Elemental 

COLD FIRE 



B RICKMAN Material 

BRICKLAYER 






RLADEWOLF Beat* 

LOOPY LUPUS 


HP as Enemy 

573-701 1 Gold 1 43 

EXP 

216 | Monster Coin | Silver 

Locatkyn/Condilions 

island lo the southwest. Rank D 


Brontes has a very high Attack attribute. His critical hits inflict severe damage, so he is 

well suited lor the Monster Arenr .. —'■■■•- ■*——- •— - - - 

| power during normal combat 


BRONTES 

QI^ANTES GUARDSMAN 




















































































































































CLIO 

COLOSSAL CLIONE 


Aquatic 



HP as Enemy 

157-338 jGold 1 40 

EXP 

120 | Monster Coin I Silver 

LocationfCondltions 

Island west of the Isolated Plateau 


| minimal Defence and HP values 


COWBOY 
BUFFALO BILL 



HP as Enemy 

181-764 | Gold | 21 

EXP 

42 | Monster Coin 

1 Copper 

LocatioiVConditions 




23 -i24 m 

^20J95j 

1 HP in Team 

1 181-764 WfetjsSg 

I 0-8 1 

| Monster Teams ■ Just Beastly 


CURER 

ANCjEL OF CURINQ 



HP as Enemy 

479-498 iGold 1 72 

EXP 

309 | Monster Coin I Silver 

location/Conditions 

Arcadia region (two possible places). Rank P 


he can restore the HP of all team members 


DEADNOBLE 
OCCULT RIDER 



Bj |HP as Enemy 

543-635 1 Gold 

I 89 

■ EXP 

224 IMonster Coin 

| Copper 

llJ Locali orVConditions 

Dark Ruins island. Rank D 


B HH_JL_JI 

M .. 111 1111 1 

— 6B-207 

II: 1 HP in Team 

I 418-490 

■ 0.9 

IF 1 iMonster Teams 

|The Javelinas. The Nightriders. Tin 

e Zombebops 


i attack which can inflict around 65 points ol damage. 

_ ,_jrtce. However, he is ineffective against n“»' < 

He can be useful up to Hank C in the Monster Arena 



Doug is an average monster with an average performance. His attack power is only notable 
once he has psyched himself up three times 































































































































































FLAM EM AN Elemental 

LIVINtj FLAME 

























































































































































HAZEL Denum 

FEMME FATALE 



HEALER SLtitu 

FAMILY DOCTOR 



HEV 

HEAVY METAL 




HOODWINK 
HOODED HACKER 


HtMtuut&ui 




HOR1 

SLIME CREATOR 



HORK Zemdne 

OLD-SCHOOL DROOLER 




































































































































































NlCjHTWINCJ VevMK 

THE NI^HTSTALKER 


| Defence in the process 
























































































































































POTBELLY 
POTTY DRAQON 


Dnujcn 



HP as Enemy 

452-739 iGold 1 53 

EXP 

374 1 Monster Coin | Silver 

Location/Conditions 

Kingdom of Trodain 


ROBORCj 
ROBOSTER MK I 



ROBSTER 
LITTLE NippER 


Aquatic 



HP as Enemy 

111-231 IGold 1 27 

. EXP 

64 | Monster Cdin | Copper 

Location/Conditions 

Pickham region 


The only team monster who can absorb an enemy's MP using Drain Magic. This monster 
i —i., attack twice in one turn. However, he's not very effective against powerful 
5 , as he has only minimal HP 


SACJITTARI 
POISONOUS SNipER 



HP as Enemy 

309-459 IGold 1 26 

EX? 

83 | Monster Coin I Copper 

Location/Conditions 

Arcadia region 



SALSA 

PELVIC THRUSTER 



HP as Enemy 

296-361 IGold 1 49 

EXP 

116 | Monster Coin [ Copper 

Location/Conditions 

Pickham region 



HP in Team 

266-330 iTbrns | i 

l^JerTeams , , 

| Far From Heaven 


I His attacks can inflict 


f heavy damage 
or reduce their t 


their tension. Salsa 


s. He also frequently tries to stop his 
is really useful before you acquire the 


SCORpiUS 
SAND SLAYER 



HP as Enemy 

74-129 [Gold 1 16 

EXP 

100 1 Monster Coin | Copper 

LocatiorMConditlons 

Pickham region, daytime only 


icorpius can Increase his already high Defence using the Kabuff spell, so he is well 
rotected against normal attacks. However, he Is weak against spells or ice attacks, which 



























































































































































SKELEDOID 

MAN-AT-ARMS 



HP as Enemy 

788-1000 iGold 1 99 

EXP 

373 | Monster Coin | Gold 

L Location/Conditions 

Northwest Isle. Rank B 




SLIMEHOppER 
ONE KNIGHT STAND 



HP as Enemy 

41-485 (Gold 1 15 

EXP 

28 [Monster Coin | Copper 

Location/Conditions 

Farebury region 


:hniques together or benefit i 
aids the end ot the game 


SLURpY 

ALL DAY SUCKER 



HP as Enemy 

93 jGold 1 23 

EXP 

138 | Monster Coin | Copper 

Location/Conditions 

WestArgonia 


78-231 | Turns | 


a The Avian Attackers, The Drack Pack 



SNAP CASE Material 

MAN-EATER CHEST 
































































































































































TALOS Material 

CRAZED COLOSSUS 




sa-ur 




























































































































































/TU 

Hi 

,,J§ I 

i 

If 1 / 


\4 


% 



This Walkthrough is your trusty companion in the adventure of the 
cursed king. It will guide you safety through alt the ■many perils and 
pdf alls that they can expert to encounter along the umy. Keep this 
guide by your side, safe in the knoudedge that you will never be stuck 
wondering what to do next on your magical, mysterious journey 
through die world of Dragon Quest. 
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that you will find in the Walkthrough chapter. Great care has been 
taken not to give away any unnecessary plot details, to the point 
of not showing any pictures of the boss enemies! You will find 
the bosses names and pictures in the Secrets chapter, starting on 
page 215. It’s entirely up to you if you want to peek ahead, but if 
you wish to remain “spoiler free” and avoid blowing any surprises, 
you should resist the urge to flick forward... 

•I | Maps 

Every single item that you can expect to find will be depicted 
on detailed maps of the towns, regions and dungeons. An icon 
will indicate if the item can be found in a barrel or cupboard, etc. 
You can find a key to all the different icons on the back cover 
foldout. The numbering corresponds roughly to the order in which 
you find the items in the game if you follow the Walkthrough. A 
handy checklist will help you to keep track of the vast number of 
items that you can expect to find on your travels. Remember that 
you won’t be able to open all the treasure chests immediately. 
Footnotes will indicate if you need a key. 


Shops 


| The shop tables show which items are for sale, how much 
they cost and who you can equip them on. There is, however, 
one restriction to bear in mind: Jessica cannot use swords until 
she has learned the relevant trait (Knives skill: 30 points). If this 
restriction applies, her icon is “greyed out” in the table. 


get more 

experienced and make good progres^ptough the game, there will 
be less mention of items in the text butthey will all still be marked 
on the maps. Brown text denotes things that you could do, but 
which are not strictly necessary in order to finish the game. 

Optional side-quests are covered elsewhere in the guide, but to 
ensure that you don’t miss anything, references to certain pages 
Page 198 indicate where these “secrets" will be revealed. 

. | Images from the game 

_U Hundreds of screenshots are included to illustrate the 
game action. The numbers under the images refer to the relevant 
passages in the text and vice versa. The numbering in each new 
section always starts at “01 ”. 

g I Monsters 

J_J All the monsters that dwell in an area or dungeon are listed 
numerically according to the Defeated Monster List in the game. 
You can see the most important information on a monster at a 
glance - its HP You can find detailed facts about all of the wild and 
wonderful creatures that you can expect to meet and greet on your 
adventure in the Monsters chapter, starting on page 68. 

Some monsters are only at large during the day 9. while 
others only come out at night Q. Footnotes will indicate if the 
monsters only appear in a certain region or under cover of trees 
(e.g., “in the forest”). 


g | Walkthrough 

The text will tell you what you must do in order to drive the 
plot forward: where to go, who to talk to, which objects you need, 
and so on. 


Items that you find are highlighted red in the text. To ease your 
entry into the game, all items will initially be mentioned in the 


| Infamous monsters 

° J The “visible” monsters (see page 19) have two different 
names: their fighting names and their team names. The latter are used 
in the Walkthrough, so that you can easily find details on the monsters 
(starting on page 91). Q / Q show if a particular monster only 
appears at certain times of the day. Footnotes will indicate any special 
conditions you should know about. 



_ | Boss info 

1 I Here, you will learn 
everything you need to know 
about the boss monsters, 
including tried and tested battle 
strategies and tips on dangerous 
attacks, as well as all relevant 
stats presented in an easy-to-view 
box (you can find details about the 
box on page 69). 
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STARTING) YOUR ADVENTURE 

Once Munchie the mouse has hopped into the Hero’s pocket at the 
end of the intro sequence, the adventure begins. Move around the 
glade to familiarise yourself with the game controls, then go over 
and speak to Yangus (Fig. 1). The party is ambushed shortly after 
by three slimes. Defeat the monsters with a flurry of attacks and 
then proceed to Farebury. 

If you have any questions about getting started, see the How to 
Play chapter, where you will find detailed information about the 
options (page 15 onwards), game controls (page 7 onwards), 
combat (page 16 onwards) and other gameplay basics. 









































Trade gives you the job of finding a man called Master Rylus. 

(How you answer the not-so-jolly green monarch is irrelevant, as 
the result will be the same.) Get your manhunt started by talking 
to the townsfolk. You'll find several interesting characters in the 
local pub, a hospitable place located in upper Farebury. Press @ 
to open the town map and pinpoint your position. You will see the 
pub marked by a beer mug icon. The entrance is on the east (right) 
side. Your current position is marked with a flashing red arrow (or 
with a star if you are inside a building). 

Enter the pub. At the bar, you witness a conversation between 
Kalderasha the fortuneteller and the barman (Fig. 1). When they 
have finished, talk to Kalderasha. 

You may want to find out what all the commotion is about, but 
there is no particular rush to do so. The quickest way to reach the 
scene of disturbance, via the central flight of steps, is barred by a 
well-meaning villager (Fig. 2), so head down one of the smaller 


flights of steps (to the northwest or southwest). A cutscene kicks 
in as you approach the courtyard in front of the south town gate. 

It ends with your party leaving town, somewhat unceremoniously! 
Press <8> to advance through the pages of text. (Again, your reply 
to Trade’s question will not affect the outcome.) 

You automatically return to the town shortly afterwards with 
another objective: you must visit Kalderasha’s daughter, Valentina, 
at her house. The entrance is in the upper part of town, next to the 
well. When you talk to her, she asks you to fetch a crystal ball from 
the cave behind the large waterfall to the south of town. You agree 
and return to Trade, who is waiting behind the wooden gate to the 
northwest. You then automatically spend the night at the inn, free 
of charge for once! Next morning you have to go to the waterfall 
cave. Before embarking on your journey, however, be sure to visit 
the local church, and explore the town in search of various items. 
We suggest you start at the inn. 



01 


02 


CHURCHES 


When you want to save your game, enter a church (Fig. 3) and 
talk to the presiding priest or nun. When prompted, select the 
Confession (Save) option. Note: After dark in Farebury you should 
talk to the sister on night duty if you want to save. 

You should also seek out a priest or nun if one of the characters 
is poisoned, cursed or killed, or if you want to know how many 
experience points you need to progress to the next level. The 
various church amenities are described in detail on page 9. 



03 
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ift/ Merchants 

0 Most towns and villages have merchants dealing in 
weapons, armour and items. The goods are generally useful, but 
can be expensive. Before deciding whether you need something 
or not, take a preliminary tour of the town and bag everything that 
isn’t nailed down. In Farebury, you should definitely treat yourself 
to a boomerang: not exactly a bargain at 420 gold coins, but worth 
its weight in small change, as it hits every enemy you attack. The 
following pages will tell you how to acquire the necessary funds to 
purchase this desirable weapon. 


EXpLORINCj THE TOWN 

Before leaving Farebury, you should collect any useful items that 
you find lying around. Open all cupboards and treasure chests, 
smash all pots and barrels, and rummage in every sack. Don’t 
think of it as stealing, more like “borrowing”. Permanently. 
Besides, it would be impolite to refuse the generosity of the good 
townsfolk who are happy for you to take their stuff. If you don’t 
believe us, just talk to the maid on the top floor of the Farebury 
inn. Oh, and while you’re there¬ 


in front of the house is 
chest. During the day several people will be standing around 
the well (Fig. 4), so climbing down it will not be as easy as it 
is at night when the area is deserted (because a conversation 
will start if you press <8> when you are standing very close 
to any individual). There are also a few things to collect in the 
neighbouring house (to the south): 8 gold coins in a pot and 
plain clothes in the cupboard. 


You will find one medicinal and one antidotal herb in each of the 
sacks on the wall. The wardrobes contain a cypress stick, holy 
water and plain clothes. You will find a chimaera wing in the 
treasure chest. Go outside and run round the building. There are 
two barrels by the side of the building next to the ruins of Master 
Rylus’s house, one of which contains 4 gold coins. Go back into 
the inn via the rear entrance on the other side. Check the bag on 
the wall and take out 3 gold coins in full view of the owner. Go 
outside and enter the house opposite. Here you will find 5 gold 
coins in a barrel and an antidotal herb in a cupboard. 

Proceed to the upper part of town. There is a barrel against the 
wall of Kalderasha’s house containing a medicinal herb. In the 
clairvoyant's kitchen you will find 4 gold coins in the cupboard, 


Enter the pub via the rear entrance. There are 10 gold coins in 
a barrel behind the bar. Go back round and through the main 
door. There is an antidotal herb in one of the three barrels by the 
stairs. Take the 20 gold coins from the cupboard in the house 
to the south of the pub. Outside, there are three barrels (Fig. 5) 
at the front of the house (along the west wall). These contain 
a medicinal herb and 2 gold coins. Finally, visit the church. In 
the back room, you’ll find a medicinal herb in a pot next to the 
stove, and a pot lid in a cupboard by the stairs. You can't open 
the locked chest (or the two chests in the Weapon shop, for that 
matter). One final item can be found behind the church: smash 
the barrels if you want a seed of defence. 



04 OS 06 

FINAL PREPARATIONS 


Before you leave town, make sure that you are well prepared for 
your adventure in the wild. If you have found absolutely everything, 
you should now have in your possession over 100 gold coins and 
a whole array of shiny new kit. Equip the Hero with the leather , 
shield and Yangus with the pot lid. If you need any information on ' 
equipping characters with items, you will find full details on pages 
12-13. You can permanently increase a character's Defence stats 
with the seed of defence (see page 38). Feed your Hero this little 
snack, as his Defence is lower than Yangus’s. You can sell both 
sets of plain clothes and the cypress stick to a merchant (find more 
help on selling items on pages 9 and 22). Share the medicinal 
herbs between the Hero and Yangus. Remember that you can’t use 


any items in the bag during combat. When you are ready and have 
saved your game in the church, leave town via the south gate. 



(ft Useful reading 

0 You may find out some useful information by looking on the 
bookshelves (Fig. 6) in many of the buildings. For example, one of 
Kalderasha’s books reveals that nocturnal monsters in the wild are 
more vicious than their daytime counterparts. Good to know. 


f 
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Don’t stray from the path 
You should keep to the path to begin with. The reasons 
lor this are twofold: firstly, it’s easier to get your bearings, and 
secondly, you are likely to meet more dangerous monsters 
if you stray from the beaten track. Using holy water also 
reduces your chances of encountering monsters. (A message 
will appear on screen when this temporary effect loses its 
potency.) You should always ensure that you have a chimaera 
wing with you for emergencies. If you get completely lost, 
this handy item can teleport you back to Farebury, but bear 
in mind that it will only work in the open air. You can also use 
it to travel you instantly back to town to fetch more supplies 
if a character sustains a serious injury during an attack and 
you've run out of medicinal herbs. 


WATERFALL CAVE 

As soon as you leave town, you will see the waterfall in the distance, 
behind which lies the cave entrance. Follow the path to reach the 
waterfall. You will encounter your first band of monsters after a few 
steps. Find all the basic information on fighting and tips for success in 
battle in the How to Play chapter on page 16-23. 


You will shortly arrive at a fork in the path. As you can see from the 
nearby sign, turning left takes you to the “Checkpoint" (which you 
can’t pass at present), and continuing straight ahead will take you to 
the “Waterfall” (Fig. 1). When you finally reach the cave, don’t go in! 
Your characters are too weak to even think about facing the powerful 
monsters inside. The Hero and Yangus require a little more experience 
and need to attain at least Level 3. By that time, the Hero will have learnt 
the extremely useful Heal spell, which means you no longer have to rely 
solely on medicinal herbs. (Level 5 would be even better, as this makes 
the quest for the crystal ball seem like a walk in the park.) 
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Monsters up ahead 


/ iff/Gaining experience 
0 To gain experience points (which are needed to move your 
characters up a level), you should spend some time lighting weaker 
monsters. Be sure to keep an eye on the characters’ health: note how 
much HP they lose when they are attacked by a monster, and heal 
them in good time. During battles in the area around Farebury, it makes 
sense to heal your characters when their HP is reduced to single 
figures: don I forget that you can fully rejuvenate your party (restoring 
their MP and HP) by spending a night at the inn. 


VOLUNTARY HEROIC DEEDS 

On your way to the waterfall, you may happen to notice a little hut 
up high on the mountaintop. This run-down shack is well worth a 
visit: you don’t have to make the trip, but it could certainly be to 
your advantage! When you arrive at the cave entrance, turn right 
and walk round to the far side of the mountain. Be careful not 
to bump into the monster on the mountainside. Follow the path 
leading uphill and enter the hut at the top Q Ptuje 202 


While you are wandering around in the wild you may occasionally see 
a monster lurking with intent in the distance (Fig. 2). If you spot one, 
proceed with caution as these infamous monsters are particularly 
powerful. To begin with, you should avoid confronting any such 
creature if at all possible. These dangerous beasts are best avoided 
until you are strong enough to take them down. 



THE VICINITY Of FAREBURY 


As you may not yet have enough money for a boomerang, it might be a good idea to 
explore the immediate vicinity, and see what goodies you can find. Head east from 
the fork in the road between Farebury and the waterfall cave to find a treasure chest 
containing 82 gold coins (Fig. 3). Afterwards, you should make a detour to locate 
the treasure chest containing the seed of life in the north. The Axoraptor (Fig. 4) you 
encounter in this area is still too strong for you at the moment. Take care when you open 
the treasure chest, as the monster will follow you for a while and may attack you from 
behind. If this happens, select Flee. This tactic always works with infamous monsters. 

You can use the seed to increase the Hero’s maximum HR 

Now return to the path and follow it westwards. Leave the path when it bears south 
(Fig. 5) and continue walking due west until you find a treasure chest containing boxer 
shorts. These increase Yangus’s Defence. The old undergarments are no longer required, 
and can thankfully be sold. Frankly, they look like they’ve seen better days! 

If you crave adventure and are in the best of health, follow the path a short way to the 
south. Just before you reach the broken rope bridge, you will encounter Shortshooter (Fig. 
6) (only during the day, never at night!). Shortshooter is a weak infamous monster that 
you can easily overcome. To defeat him, one character (preferably Yangus), should boost 
his attack strength using psyche up, while the other concentrates on healing. Be sure to 
heal as much as possible, as a hit from the Sharpshooter will cost you approximately 25 
HR Once Yangus has psyched up three 
times, he can launch an attack. 


If you defeat the monster, you will receive 
a copper coin, which you can sell for 
200 gold coins. This should temporarily 
solve your financial problems. 




fOQy Which skills? 

0 From Level 4 onwards your party members are awarded skill 
points each time they gain a level. It’s up to you to decide which skills 
the characters should team. The choice is yours, but it's advisable 
to focus on developing the filth skill to start with: when Yangus has 
10 points, he will learn how to Heal, which is extremely useful. The 


Hero’s Zoom spell (8 points) is also very beneficial. As soon as you 

have fully developed these attributes, you should switch to weapon 
skills. The Hero should of course learn to use the boomerang, while 
Yangus should concentrate on the axe. Although he currently uses a 
club, this will soon change. Further information on skills can be found 
from page 34 onwards. 































LEVEL I 


Once the Hero has reached Level 3 and mastered the Heal spell 
you can enter the cave, taking a good supply of medicinal herbs 
with you. You are fully prepared for this adventure when both 
characters have reached at least Level 5, and the Hero has a 
boomerang equipped. 

You don’t have a map of the cave to begin with, but that will soon 
change. Continue straight on, and before long you will come to 
the first fork in the path (Fig. 1), where there is a chest containing 
the map. Press @ to view the map. 

Take the path to the right and keep walking along until you 
find three chests. You will also see a man wandering around 
aimlessly. You can talk to him if you want, he’s just lost. Open 
the chests to obtain a chimaera wing, medicinal herb and leather 
hat. Equip the Hero with the hat immediately as it offers better 


protection than the bandana, which you can sell at the next 
opportunity. 

Go to the southern end of the cave (this is at the top of the 
map, which is not orientated to the north) and head down to the 
second level. 



LEVEL 2 


At the tunnel entrance leading from the great hall your way 
is blocked by a hooded figure armed with a giant hammer 
(Fig. 2). If you select the first option in the ensuing dialogue, 
Hammerhood will allow you to pass. If you are determined to 
fight him, talk to him again and reselect the first response. 

You will soon come to a fork in the path where you have two 
options: either go right, on the trail of the crystal ball, or make a 
slight detour and take the path on the left to obtain a useful item. 
Go past the blue slime, who you can engage in conversation but 
not in battle. You will eventually come to a passage. Run along it to 
find a chest that contains a copper sword for the Hero. Although 
this sword is weaker than the boomerang, it can be used to inflict 
critical hits (see pages 22 and 42). In battles against powerful 
lone enemies, for example, it could be extremely advantageous to 
switch from the boomerang to the sword. Alternatively, you could 
sell the copper sword for 135 gold coins. 


LEVEL 3 

Run straight ahead to the crystal ball (Fig. 3). Before examining 
it, restore the Hero and Yangus to maximum health. Make sure 
Yangus has some medicinal herbs in his bag (if he has mastered 
the Heal spell, even better, but still give him some herbs, just 
in case). The Hero should also have his fair share of medicinal 
herbs. Once you have reached for the crystal ball and confirmed 
your ownership by selecting the first option, you will find yourself 
confronting the first boss in battle. 


Once you have placed the new weapon in your bag, return to the 
fork, past the chatty slime, and follow the other path towards the 
crystal ball. 
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You will need to share the workload during the 
' fight (Fig. 4): one character should concentrate 
on attacking, while the other should focus mainly 
on the healing aspect. The boss will frequently unleash a curse that 
temporarily paralyses its victims. However, this curse has no effect 
whatsoever on the Hero, who should therefore assume the role of 
aggressor. 


The Hero should psyche up until he reaches a state of high tension 
(i.e., a value of 50) and launch an attack. This process should then 
be repeated. Yangus can join in the initial attack too, but should 
subsequently concentrate on any healing that is required. Take note 
of the damage inflicted during each attack by the boss (depending on 
the characters’ levels, this is likely to be about 17 HP). To be on the 
safe side, you should heal you characters if their HP falls below 20. 


The Hero may also need to perform healing. If you have already 
increased his tension, it is better to use a medicinal herb than a Heal 
spell: the spell expends tension (the healing effect is increased and the 
tension level is reduced to zero), whereas using an item does not. 


The boss has 173 HP. Take note of the amount of HP he loses when you 
attack him. If he has only a few points left, it will be a waste of time to 
psyche up as even a ‘‘normal” attack will have the desired effect. Once 
you have defeated your opponent you will not only obtain the coveted 



BACK TO FAREBURY 



Go to see Kalderasha. After your little chat, you will automatically 
spend the night resting upstairs. When you wake up, talk to 
the fortuneteller again. He will give you new information about 
Dhoulmagus’s whereabouts. It’s high time you picked up his trail! 


THE RECipE 

If you climb up the church bell tower after nightfall (Fig. 5), 
you will find the thief's key recipe, containing instructions for 
producing a special key that can open the three locked chests 
in the town. Put it on the back burner for now, as you currently 
have no way of obtaining this item... 


As the Hero should have reached Level 6 by now, and therefore 
have learned Evac, you can use this spell to leave the cave. If 
you have attained Level 7, you will also have acquired enough 
skill points to learn the Zoom spell, which means you can 
teleport to Farebury once you get outside. 
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THE CHECKPOINT 


Follow the path from Farebury due south. The route to the checkpoint 
is signposted at each fork in the road. If you haven’t yet found 
the treasure chest to the south of the tree with the red leaves (see 
page 106), you can go there now and collect the 82 gold coins. 

You can also take the opportunity to pit your strength against the 
infamous monsters in the area. 


As the path beyond the checkpoint is no longer blocked, you can 
cross the stone bridge and head south. The monsters become 
increasingly dangerous from this point onwards. If you look over at 
the small hill to the right of the bridge, you will see a treasure chest 
(Fig. 1). Run up the bank to the right of the path until you reach the 
chest, and help yourself to the contents, namely a stylish pair of slime 
earrings that boost the wearer’s Defence by 4 points. 


Now return to the path and follow it eastwards. After just a few 
yards you will notice an archway on the left marking the entrance to 
Alexandria. Let's see what kind of welcome you receive there. 
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Price: 4 gold coins (per person) 


EXPLORING THE TOWN 

As you enter Alexandria you are grilled by a rather overenthusiastic 
welcoming committee. Just as the situation risks becoming heated 
(your reaction is irrelevant), an old lady intervenes and takes the 
young rascals to task. 

The shops in Alexandria are only open during the day and the large 
property in the north of the town is also inaccessible at night. To 
start with, therefore, you should just pick up any items to be found 
nearby and then spend the night in the inn. 
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CITY WALKING TOUR 

One of the pots in front of the house next to the inn contains a 
phial of holy water. Inside the house is a cupboard containing a 
chimaera wing. You will also strike it lucky in the cottage next 
to the town gate: there’s a medicinal herb in a pot and 11 gold 
coins in a cupboard. Now make your way to the large mansion 
on the hill (Fig. 1): smash the pots in the kitchen on the ground 
floor to obtain 5 gold coins and a piece of plain cheese. Go 
upstairs to the first floor, where you will find a set of wayfarer's 
clothes in a cupboard. Finally, make your way to the attic, where 
you will find a barrel containing a seed of magic in the corner 
where the maid is standing. There are more barrels along the 
wall, containing 18 gold coins and a moonwort bulb. 



QO, MUNCHIE, <30! 

You must now explore the mansion attic if you want to progress 
any further. There is a mouse hole in the wall among the barrels 
(Fig. 2), which leads to Jessica’s room. The front entrance to 
her room is guarded doggedly by the loyal Bangerz and Mash, 
so to get inside you must send Munchie through the hole in the 
skirting board. 

When you get control of Munchie, guide the little critter down 
the staircase on the right at the back of the room. There is an 
interesting letter on the desk by the wall, but how can a tiny 
mouse reach it? Simple: use the broom leaning against the left- 
hand side of the desk as a ramp (Fig. 3). Take Jessica’s letter 
(press <8>). Once Munchie has “pocketed” it, he can make his 
way back to the mouse hole. However, the stairs now present an 
almost insurmountable obstacle for such little legs. Fortunately, 
there is a wide wooden ledge running from top to bottom either 
side of the staircase, creating a perfect ramp for a small rodent. 
Hop through the mouse hole and back to the Hero. 

Take the letter with you and return to the door of Jessica’s room. 
Talk to Bangerz, the boy on the left. After the initial dialogue, 
address him a second time. Answer “Yes” to the first question. It 
doesn’t matter how you respond to the second question, but you 
should select “Yes” for the third question. You now have a new 
companion who can help you enter the Tower of Alexandra. \ 



03 


THE RICjHT EQUIPMENT 


Before leaving with Bangerz (who, incidentally, will not join in any 
combat), you should update your equipment. Buy a stone axe for 
Yangus from the merchant. This might seem rather extravagant; ~ 
but it will considerably improve your chances in battle. If you can 
afford it, you should also buy a suit of scale armour and a scale 
shield. (You will obtain a free shield for the second character 
shortly, in the tower.) Don’t forget that you can sell any surplus 
items of equipment (club, pot lid, leather shield, etc). You will 
also find another treasure chest near the village, containing 
100 gold coins. Make your way to the tower and you will see a 
creature resembling a bull on your left (Fig. 4). This is Buffalo 
Bill. It’s not a good idea to engage him in combat, as he can 
pack quite a punch. If you skirt round him and continue north, 
however, you will soon find the aforementioned treasure chest. 
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LEVEL I 


First unlock the other door. (This opens up a short cut for your 
next visit to the tower. Don’t go through the door at this stage, 
however.) There are two ladders in the room: one going up, 
the other leading down (Fig. 3). Climb down to the lower floor 
first and collect the items. There is a chest containing a seed 
of agility, barrels containing a moonwort bulb, 11 gold coins, 
and a medicinal herb, and a pot containing 22 gold coins. Grab 
everything, then return to the floor above and climb up the other 
ladder. 


LEVEL 3 

Go through the door to the outside. There is another entrance 
opposite, leading to the large tower (Fig. 4). Head for this door, 
but be careful not to fall off the bridge as you cross, as there is 
no balustrade. 


Inside the tower, iron bars block your path. The bars won't 
budge, but don't worry about that. Just stand in front of one 
of the two blue faces (Fig. 5) on the wall to the left and right. 
Examine the face to activate a revolving door, and lo and behold, 
you are on the other side of the obstacle! You can now run up 
the stairs to the next floor. 


OPEN SESAME! 


You can’t enter the Tower of Alexandra unless you are 
accompanied by Bangerz. Only the people of Alexandria know 
the secret of opening the door. Once the boy has helped you 
to enter the tower, he bids you farewell. The Hero and Yangus 
should have reached Level 7 or 8 before you even attempt to 
take on the monsters in the tower. 


Climb the steps in the small inner courtyard and go through the 
door to the left (the other door is locked from the inside). Once 
inside, go down the stairs and exit the building through the door 
on the far side of the room. You will now see a treasure chest 
ahead (Fig. 2); this contains the map. Turn round and run to the 
right, round the building, then go up the steps. Ignore the door on 
your left and re-enter the building through the door on the right. 


LEVEL a 


Once inside, you need to be particularly wary of the frogfaces 
(Fig. 1). This creature is relatively harmless in its initial 
incarnation, but the problems begin if you fail to finish it off 
immediately. The monster spins round each time it is hit, turning 
its “human” face towards you, which enables it to unleash a 
much more powerful attack. Clearly, no one has ever told a 
frogface that sticking out its tongue is just plain rude! If you 
are confronted by a large group of frogfaces and attack them 
with a boomerang, you’re asking for trouble. You should either 
use a sword, or psyche up at least twice before attacking these 
creatures. When your tension reaches a value of 20, you can 
defeat approximately three frogfaces with a single throw of the 
boomerang, depending on your current strength. If Yangus is 
using the stone axe, he only needs to psyche up once to destroy 
a frogface. 






LEVEL 4 

Once again you will find two faces that trigger revolving doors 
in the walls. The left-hand revolving door leads to a room 
containing a couple of items, so go through this one first. There 
are two pots in the room, containing 7 gold coins and a seed of 
strength. You can ignore the stairs heading upwards from this 
part of the room, as they only lead to a dead end. Instead, go 


back through the revolving door to the first area of the level, then 
through the other revolving door on the right. Once you are in the 
next room, approach the face on the wall on the other side and 
examine it to enter the last area on this level. There is a barrel in 
the corner containing a medicinal herb. Climb the staircase to the 
next level. 



LEVEL 5 

Run round the corner and take the staircase up to the next level. 

LEVEL 6 

Head along the corridor until you see a face indicating a revolving 
door in the wall on the left (Fig. 6). On the other side of the wall 
there is a pot containing an antidotal herb and a chest containing a 
scale shield. You should equip one of the characters with this item 
immediately, then return through the revolving door and continue to 
the end of the corridor, where a staircase leads up to the next level. 


LEVEL 7 

Examine the statue on this level (Fig. 7) to trigger a chain of 
events: you encounter the person from Alexandria who you 
have been seeking, and see a flashback of a dramatic event 
that recently took place here. Once this cutscene has finished, 
approach the exit, at which point Jessica will address you again. 
You can then leave the tower using the Evac spell and cast Zoom 
to return to Alexandria. 


BACK IN ALEXANDRIA 

You return from the tower to find Bangerz waiting for you 
outside the inn. He treats you to a free night at the hostelry! The 
next morning, go to the mansion to see what has happened to 
Jessica. Head upstairs and approach the young mistress of the 
manor, who is in the middle of an agitated conversation with 
her mother (Fig. 8). Once the cutscene has ended, you can 
enter Jessica’s room and take Jessica’s outfit from the upstairs 
cupboard. This costume does not provide a particularly high 
level of defence, it merely completes Jessica’s wardrobe. 





FROM ALEXANDRIA TO PORT pROSpECT 

A WALK ALONCj THE BEACH 


Go east from Alexandria towards the tower (see map on 
page 110). At the fork in the road just before you reach the 
tower, take the path to the south. You will soon see the beach on 
your left. There is a treasure chest (Fig. 1) at the southwestern 
end of the beach containing a seed of strength. This piece of 
jetsam alone is worth a detour, although you should not use the 
seed immediately, but keep it for Jessica. Also, if you feel like 
getting to know a few new monsters, you can engage some 
hitherto unknown creatures in combat on the beach. Whatever 
you do, be sure to fight the slime that you can see lurking on 
the shoreline. This monster is called the Family Doctor and is 


extremely easy to defeat. The copper coin awarded to you for 
overpowering it can, as always, be sold for 200 gold coins. 

Return to the path and continue towards Port Prospect. If you 
want to acquire a seed of life, leave the path just before the town 
entrance (Fig. 2), and make your way southeast across country. 
You will find the precious seed waiting for you in a treasure 
chest. You should keep this item for Jessica too. 

Note: The pass beyond Port Prospect is blocked by a rock fall, 
so you cannot go any further northwest at this point in the game. 



~ 7 \ 








SHIP ahoy! 

Enter the building on the jetty, where you have a chat with Jessica 
and agree that you are ready to plunge headlong into the adventure. 
Nevertheless, the sea voyage involves a fight with a powerful boss, so 
you should prepare well beforehand. Your party should have reached 
Level 10 if possible (Level 11 is even better), and should also have a 
few medicinal herbs with them. Don't forget to pay a visit to the 
town well. fypaye201 

First of all, find the hidden items at the port, namely a phial of holy water 
in the inn and a medicinal herb, chimaera wing and seed of wisdom in 
the pots and barrels just outside. You will also find 17 gold coins in a 
barrel under the canopy to the south of the merchants’ stalls (Fig. 1). 
There are two women here who can provide you with a wealth of 
information about skills and, talking of merchants, you be sure to stop 
off at the nearby stalls and buy two scale shields. These will soon prove 
very useful and you should be able to afford them by now. 

Once you have made all the necessary preparations talk to Jessica again 
to confirm the plan. You will then be ready to set sail. 


02 

During the day, a young woman 
(Fig. 2) can be found outside the building 
on the jetty selling herbs for 10 gold 
coins. The woman hands the herbs out at 
random, so you can never be sure what 
kind you will get. The available herbs 
and the chances of acquiring them are 


Medicinal herb: 

45.0% 

Antidotal herb: 

35.0% 

Moonwort bulb: 

15.0% 

Strong medicine: 

2.5% 

Strong antidote: 

2.5% 


Hi 1NN 

Price: 5 gold coins (per person) 
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Once you have prepared lor the voyage and 
' told Jessica that you are ready to put to sea, 
the terry will set sail. Before you have travelled 
very far, you encounter the next boss. Again, one character should 
concentrate on attacking and another on healing. This time, Yangus 
is the obvious choice of aggressor, while the Hero should assume 
the role of healer. In the initial round of fighting, however, both 
characters should opt to defend, to minimise the damage inflicted by 
the monster’s fiery attack (Fig. 3). If it finds you unprepared, each 
character will lose over 30 HP! 

Fortunately, this boss’s attacks always follow the same pattern: after 
initially spewing “flame-breath" at you, his next five attacks are 
more conventional. They can hit either one character, inflicting over 
20 damage points, or the entire party, in which case each character 
sustains fewer than 20 damage points. You therefore need to heal a 
character when his or her HP falls below 25. 

Once you have absorbed the initial attack, the Hero should take care 
of healing while Yangus increases his tension by psyching up. Once 
his tension level reaches 50, have him attack. If the Hero’s state ol 
health allows, he too can attack occasionally. In the sixth round ol 
fighting, after Yangus has dealt his mighty blow, you can either heal 
or attack, depending on the situation. After that, you should select 
“Defend”. 

Always be aware of the total amount of damage you are inflicting, 
and keep repeating the sequence ol actions described above. After 
two high-tension attacks from Yangus and a few blows from the 


Hero, the boss should only have about 60 HP left (depending on your 
characters ’ strength). You will then only need to psyche Yangus up to 
a tension level of 20 to scupper the giant squid once and for all. As a 
reward you receive a gold bracer (DEF +4). The ship then sails back 
to Port Prospect. 


THE CROSSING 

Talk to Jessica on the landing stage when you are ready for the 
final part of the voyage, which passes without incident. Go below 
decks on the ship (Fig. 4). You will find various barrels and pots 
in the hold, containing a pot lid, two medicinal herbs, 12 gold 
coins, an antidotal herb, a seed of agility and a seed of life (give 
the latter to Jessica, as she is initially rather delicate and could 
easily be overwhelmed in combat). Now descend to the lower 
level, where you will find 10 gold coins in a pot and a bronze 
knife in a treasure chest. 

When you have completed all your tasks, speak to Trade to trigger 
the end of the crossing and find out what the tiny green sovereign 
was tinkering with in his wagon for such a long 
time you use 

found a recipe for in Farebury church. You 
vital ingredient, but you will find it soon 
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Antidotal herb 
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YOUR FIRST RECipE 

If you want to save your game, confess to the priest standing 
near the mooring in Peregrin Quay. You should then try out the 
alchemy pot as soon as possible, ideally by concocting an 
extremely important item, the thief's key, which is essential 
for unlocking certain treasure chests. Re-read the thief’s key 
recipe that you found in Farebury (see page 109) to remove the 
instructions from your inventory and add them to the Alchemy 
Recipe Book. The formula is as follows: 

iron nail + bronze knife = thief’s key 

You should already have bagged the bronze knife on the 
ferry (see page 118), but if not, you still have time to find it. 

Next, head for the building at the end of the quay. Talk to the 
rehabilitated thief (the man in the cowl: Fig. 1) and he will give 
you the iron nail that you need to complete your recipe. Throw 
both items into the alchemy pot and, a while later, out will pop 
the thief’s key, which you can use to crack a number of locks. 
Unfortunately you will soon realise that it won’t open all of them! 

While the ingredients are simmering in the pot, use the time to 
obtain some items. A cupboard in the inn contains a seed of 
magic. Other items (see item list) can be found in the barrels 
and pots alongside the merchants on the quayside. Equip 
Yangus with the leather kilt and keep the second boomerang for 
mixing at a later stage. Any spare equipment, such as pot lids, 
plain clothes, leather shields or oaken clubs can be sold. Once 
the thief’s key is ready, help the agitated young merchant by 
unlocking his three treasure chests (Fig. 2). He will then open up 
the second item shop. 


There isn’t really anything you need to buy in Peregrin Quay 
unless you are still lacking a scale shield for Jessica’s whip 
mixture. The slime earrings are the only items worth considering. 
You will soon be able to obtain such goodies as the iron lance, 
silk robe and suit of chain mail free of charge. 




As the newest member of the team, Jessica is somewhat lacking 
in attributes (especially Strength and Resilience), so give her all 
the seeds that you collected in Peregrin Quay, plus a few medicinal 



herbs for emergencies. You should also equip her w 
and gold bracer (or slime earrings). The most important thing is to 
reinforce her whip as soon as possible (see “The Alchemy Pot”). 


Once Trode has finished tinkering, you can access the alchemy 
pot via the Misc. menu. Throw two items into the cauldron and, if 
the items are suitable for mixing, leave the concoction to bubble 
away for a while. You will hear a loud “ping" when the process is 
complete. Read everything you need to know about this magical 
vessel from page 63 onwards. However, there is one thing you must 
always remember: the pot will only continue working while your 
party is moving! 

You should first produce the thief ’s key (see above), then move on 
to the next recipe. Ideally, you should start by preparing an effective 
weapon for Jessica: 

leather whip + scale shield = snakeskin whip 

You can buy the shield in an armour shop (it you didn’t already pick 
one up in Port Prospect). Once the whip is ready, throw the following 
ingredients into the pot to create some robust headgear for the Hero 


leather hat + chimaera wing = feathered cap 

The main thing is to ensure that there is always something 
simmering in the alchemy pot. If you are ever stuck for items to mix, 
lust resort to this standard recipe: 

1^1 medicinal herb + medicinal herb = strong medicine 

Besides its increased healing power, the strong medicine has 
another benefit: you can sell each measure you produce for 88G. You 
can also combine a medicinal herb with an antidotal herb to produce 
a strong antidote, or mix two quantities of strong medicine to make 


Alternatively, you could fork out a substantial amount of gold for two 
farmer’s scythes to fuse into a mighty iron axe for Yangus... 






Now that you have produced the thief’s key, take time out to 
return to Fare bury using the Zoom spell (or a chimaera wing) for a 
“borrowing ” spree. You will find a cypress stick and a dagger in the 
o chests in the weapon shop. You may not think these two 
is are anything special, but if you throw them into 
the alchemy pot, you will end up with a top quality 
iron lance that the Hero can use as an alternative 
weapon. You can then sell the copper sword. 

You will find a mini medal in the treasure chest in 
the church tower and another one in the chest 
in the woods southeast of town (Fig. 3). 


You will start to find an increasing number of mini medals as you progress through the game. Initially 
these items are of no use to you whatsoever, but you should still do your best to collect as many as 
possible. Your dedication will be rewarded much later on. If you can’t wait to discover the secret, have a 
peek at page 154. 














THE JOURNEY TO THE ABBEY 

Your next destination, Maella Abbey, is easy to find: simply follow the path. The surrounding area is | 
home to some interesting monsters, such as the dingalings, for example, who summon powerful 
allies (jargons) to assist them in combat (Fig. 1). If you want the fight to end quickly, you should first 
deal with the dingalings before they have the chance to summon their overgrown chums. 

If you fancy acquiring some extra items, you can make a couple of excursions into the wild. To the 
southeast of Peregrin Quay you will see a small monster wielding a large hammer (Fig. 2). He is very 
skilled at using this weapon, so you are advised to ignore him and turn your attention to the nearby 
chest, which contains a feathered cap for Jessica. (Keep her hairband, as you will need it later.) 

If you return to the back door of the inn and head west from the path, you will find a chest in the 
ruins, containing a bottle of magic water. If you continue west and then head southwest, you will 
find another chest on the bank close to the mountains. This chest contains a stone axe, which 
you can either sell or mix, using the recipe: stone axe + pointy hat = stone hardhat. The second 
ingredient for this recipe can be obtained from the merchant in Peregrin Quay. (If you make the 
stone hardhat and still have a feathered cap left, keep it for later.) 

You will pass a barn on your way to the abbey (Fig. 3). You may wish to leave the path here 
and run southeast along the river. Some distance away you will find a chest containing a seed 
of strength, which may be useful for Jessica. There are two more chests containing seeds, one 
further east and the other in the far northeast (by the sea bordering the mountain range), but 
watch out for the many dangerous monsters in the area. 
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i/S Skill development & 

0 Although Jessica is always seen hurling fireballs in the cutscenes, she is ^ 
also rapidly developing into a powerful warrior. She has the advantage of being able 
to attack entire groups at once with her whip (although initially these attacks are 
not particularly effective). However, once she learns the Twin Dragon Lash whip skill 
(available with 23 points), she will be on an equal footing with her male counterparts. If 
you need any more help with allocating skill points, see page 31. 
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PLEASED TO MEET YOU 

Talk to the monk standing at the entrance to the abbey to save your game, then enter 
the abbey and go through either of the rear doors to reach the quadrangle. Speak to 
the Templars that are blocking the door to the east (Fig. 1). At this point, you will be 
introduced to Marcello, an important figure in Maella Abbey. 

For the time being, you can only obtain two of the items on the list while you are at 
the abbey: a phial of holy water (leave the quadrangle via the north door and smash 
the barrel in the corner) and a mini medal (go out of the south door and break one of 
the pots by the steps: Fig. 2). 


SIMPLETON, HERE WE COME! 







Leave Maella Abbey and follow the path south to the neighbouring village of Simpleton 
(Fig. 3), although not before making a detour into the woods on your right: the 
treasure chest on the hill (see map on page 122) contains a bunny tail that boosts the 
wearer’s Agility by two points. The recipe: 


^ bunny tail + hairband = bunny ears 


creates a valuable new item of headgear for Jessica. 
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THE RUINED ABBEY 

After agreeing to help Angelo, you set off on your way, leaving 
the abbey via the exit to the south. However, do not head 
for Simpleton, but immediately turn left and follow the river 
eastwards (Fig. 4). You will soon bump into the Hollow Knight 
(Lonely Joe): a weak opponent who is easily defeated. Now 
follow the path until you reach the entrance to the Ruined Abbey. 


125 


BOTTOMS Up! 


m 


As there was nowhere to spend the night in Maella Abbey, you 
will doubtless want to find the inn. If there is anything you wish 
to buy or sell in Simpleton, go and see the two corpulent men on 
the top floor of the pub opposite (Fig. 1). 

is one thing you must do as soon as possible: speak to 
man dressed in red who is playing cards on 
He introduces himself as Angelo, and 
with you. He presents Jessica with 
is in your bag (or on the finger of 
see Angelo again. 


IE\( E WITH THE 


ABBOT 


Back in Maella Abbey, approach the two Templars at the end of 
the quadrangle. As you have the Templar’s ring, they will let you 
pass. You can now obtain two more items: a mini medal (in a 
barrel in the kitchen) and 26 gold coins (in a barrel in the grounds 
behind the abbey - see map on page 123). 

There is a staircase in the front hall that leads down to the 
cellars. Descend to the catacombs and head for the interrogation 
room adjacent to the torture chamber, where you will witness 
a conversation between Marcello and Angelo, after which you 
should return to the front hall. Enter the garden at the rear of the 
abbey and talk to the priest (Fig. 3). Once you have learned that 
Dhoulmagus has been sighted in the vicinity, go back inside. You 
will run into Angelo, who tells you how to gain an audience with 
Abbot Francisco: you can reach him via the Ruined Abbey. 
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THE ENTRANCE 


You will see no sign of the entrance when you reach the Ruined 
Abbey. You need Angelo’s ring to solve this puzzle. Examine the 
white stone marker (Fig. 1) and use the Templar’s ring to enter 
the dungeon. (Your characters should have attained at least 
Level 12 by now.) 

From now on, you can go directly to the Ruined Abbey by 
casting the Zoom spell. This means that, if necessary, you can 
teleport to a town with an inn, spend the night there, and return 
to the ruins when you are fully rested. Make sure you have 
something simmering in the alchemy pot, as you won’t be able 
to access this useful piece of apparatus once you enter the 
dungeon. 




Cross to the other side of the room. In an old 
the ladder you will find another iron nail. 


Climb down the ladder. (You could also use 
south side of the ruins, which would be 
miss out on the items on Level 3.) Don’t 
bookcases in this room to read an interests 
another recipe for the alchemy pot. 


Defeating just one metal slime can earn you an incredible 
1350 experience points. What’s more, the monster only has 4 HP 
and is not even particularly dangerous. This sounds too good to be 
true, and ot course it is! There is one major snag when it comes to 
bagging one ot these little grey cuties: each hit only inflicts one point 
of damage... if you’re lucky! The metal slime may dart out of the 
way or your attacks may simply bounce off its hard metal body. The 
monster also frequently flees to safety. 

You have not yet learned any skills that will enable you to inflict 
much damage on a metal slime. One notable exception is Yangus’s 
Hatchet Man ability, although it is highly unlikely that such an attack 
will be effective. If you do manage to hit the target with this move, 
however, you will fell your opponent with a single blow. You can also 
hope for success by launching conventional 
attacks and praying for a critical hit. An 
alternative strategy involves throwing holy 
water at the metal slime, whereby each 
dousing is guaranteed to claim 1 HP. 

Even then you can’t be certain 
that your timid opponent won’t 


There are two treasure chests in an alcove to the left in the 
(eastern) wall (Fig. 2). The one on the right contains the map, 
but the one on the left turns out to be 
should only examine this chest if you 
If you do decide to tackle this monster 
you might receive an iron nail, a vital 
your boomerang. 


LEVEL 3 

There is a pot in the chamber to the east containing a mini me 
and the treasure chest in the large room (Fig. 3) conceals a 
bronze shield for Yangus or the Hero to equip. Now go through 
the west door, which will close automatically after you walk 
through it, and can only be opened from the other side. Follow 
the passage and go down the stairs to Level 4. 


LEVEL I 

Just keep running straight ahead until you reach the end of the 
passage, then turn right and go down the steps. 


LEVEL 2 








LEVEL 4 

Beware the purple water in the lower level, as it is poisonous to the touch. Cross the 
room safely by climbing over the furniture on the right-hand side (Fig. 4), thus avoiding 
any contact with the toxic liquid. Take the stairs up to Level 3 when you get to the other 
side of the room. 


LEVEL 3 

Collect the items in the rooms either side of the central corridor (see map on page 126) 
and then confront the boss. (Don’t forget to bag the bandit’s grass skirt in the room 
where the boss is lurking.) Restore your team to full health and give Jessica some 
medicinal herbs before you engage the monster in battle. 



I 263 BOSS 111 


Make sure that Jessica has plenty of healing 
' items with her. She should weaken your enemy’s 
Defence in the initial bout of fighting by casting 
Sap and then concentrate on healing thereafter. Have Yangus psyche 
up his tension to 50 and then attack the boss. 

The Hero should also start by building up tension. When the boss 
summons two monsters to its aid (Fig. 5), deal with them first. The 
skeleton doesn’t pose much of a threat, but the walking corpse can 
reduce tension on sight and should therefore be defeated as a matter 
of urgency. A boomerang Power Throw should do the trick. 

Always be aware of the amount of damage you are inflicting on the 
boss. You shouldn’t have to psyche up to maximum tension more 
than once, although the battle isn’t over until you have defeated all 
your opponents, including the skeleton. After the battle you will find 
a gold rosary, and your entire party's HP and MP are fully restored. 
This treasure also increases the wearer's Wisdom by 5 points, so 
may be handy lor Jessica if she is using a lot of magic. 

Now follow the tunnel to the end and climb the ladder to emerge at 
the rear entrance to Abbot Francisco's dwelling. 


The super boomerang 

As soon as you have left the Ruined Abbey and can access the 
alchemy pot again, you should try this useful recipe: 

boomerang + iron nail = reinforced boomerang 


ABBOT fRANCISCO 

When you arrive outside the Abbot’s abode (Fig. 6), smash the barrels by the wall, as 
one contains a mini medal. Now enter the house and talk to the old man on the top floor. 
This starts a cutscene, which eventually ends with your party locked in a prison cell. 


BEHIND BARS 

Speak to all your fellow prisoners at least once, then pace up and down in your cell 
until Angelo appears. He takes you to the torture chamber, where you should examine 
the iron maiden. Doing so reveals a secret passage that leads to the barn northeast of 
Maella Abbey. 
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As you leave the barn, you will see that the abbey is on fire. 

Run to the abbey’s main entrance (where you can still save 
your game in spite of the fire) and then cross the burning bridge 
to trigger a cutscene, after which you will find yourself inside 
the house. Speak to Angelo and answer “Yes” to his question. 
After another cutscene, you will wake up on the first floor of the 
abbey. Leave the bedroom and speak to the guards in front of the 


double doors (Fig. 7) and, once inside the room, read the books 
in the bookcase, then talk to Marcello. You finally receive your 
very own world map, and welcome a new companion: Angelo, 
who will be waiting for you at the front door as you leave Maella 
Abbey. Your party is now complete and you set off to the next 
town together: Ascantha here we come! 




























































THE HOUSE BY THE RIVER 

If you haven’t already done so, you should now cook up a 
reinforced boomerang (see page 65). If your characters need to 
do some levelling up, they can also revisit the Ruined Abbey to 
hunt metal slimes. If your party members are all on Level 13 or 
14 by now the detour is not necessary. 

The route to Ascantha initially leads southwest, past Simpleton, 
and later turns eastwards. Look at the world map from time to 



Templar’s ring, even if another character previously had it on their 
linger. You should already have a scale shield and a feathered cap in 
your bag for your new team member. As part of his training, Angelo 


time to ensure that you don’t miss the valley to the left, at the 
far end of which there is a treasure chest containing chain mail 
(Fig. 1). A little later you will come to a house on the left of the 
path, by the river (Fig. 2), inhabited by an old married couple. 
Show what a perfect guest you are by taking the silk robe (for 
Jessica) from the cupboard. You’ll also find a mini medal hidden 
in a barrel. 



more deadly. He is also a powerful sorcerer, although initially he 
knows very few attack spells. (Learn more about Angelo’s skills on 
page 33.) 


( 


THE RIVERSIDE CHApEL 

You will see the Riverside Chapel across the river on the right. 
Not only can you save your game here, you can also spend the 
night, by speaking to the nun. The first overnight stay is free of 
charge, but you would normally have to shell out 
10 gold coins. On no account should you refuse this special 
offer, because during the night a beautiful cutscene will reveal 
more about Angelo's past. 

You will find a seed of magic in the cupboard next to the bed. 

If you approach the cow grazing next to the chapel (Fig. 3), 
you will obtain a bottle of fresh milk. (This happens whenever 
you “talk" to a cow for the first time.) Note that the chapel is a 
destination for the Zoom spell, and don’t forget to talk to any 
other cows that you meet on your travels from this point on, 
however embarrassed you might feel! 



































EXCURSIONS 


Some distance southeast of the house by the river, there is a chest containing a seed of life. 
(Don’t approach it by going down to the river bank, instead go via the meadow above.) The 
treasure chest situated to the north of the house, which contains 230 gold coins, is easier to 
reach: just go up the slope behind the house. 

Northwest of the chapel you will see a chest on the river bank on the right containing a seed 
of agility. You can only reach it by making a detour from the north. First, save your game in 
the chapel, as dangerous monsters abound in the north, including the Chimaera (Fig. 4), 
which can inflict 30 points of damage on each of the four characters when it attacks! The 
Diemon can also strike hard (he too is found in the south). He can inflict 60 points of damage 
if he “throws" a six before launching his special attack. However, the local infamous monster, 
the Sharpshooter (Archer), is relatively harmless. 

Apart from the above, there is nothing else to collect in this area at this point, as the three 
remaining chests are locked. Continue along the road to Ascantha. Bear right and skirt round 
the town when you reach it (Fig. 5) to get your hands on a treasure chest containing 154 gold 
coins. (You will pass the chest on the beach later if you don’t want to make the detour just yet.) 
























































PAVAN’S PROBLEM 



The merchants in Ascantha stock a whole range of interesting 
weapons and armour. As you should have ample gold in your 
account by now, you can easily spare a couple of coins: for 
example, bronze armour for the Hero and an iron cuirass for 
Yangus are well worth considering. The latter is not much 
better than his current armour, but you can modify it later in 
the alchemy pot. (You’ll be getting a wizard’s staff for free very 
soon.) Don’t forget to visit the town well, page 201 

Ascantha has been in a state of official mourning for two 
years and it’s your job to find out why. Head for King 
Pavan’s apartments at the top of the castle, and watch as his 
maidservant, Emma, tries in vain to attend on him. You can learn 
more about the King’s plight from Emma and the Minister in the 
throne room on the floor below. To help him you must do the 
following: 

Go to the castle at night. (If it is early in the day, go to the inn 
and sleep until nightfall.) Enter the throne room (Fig. 1) and try to 


EMMA’S GRANDMOTHER 

Leave Ascantha. It is best to teleport to the Riverside Chapel 
using the Zoom spell and walk the last few feet to the cottage. 
Speak to the old woman to learn about your next destination: 
Wishers’ Peak. Her husband also has plenty of advice to offer 
on how to get there: go round the back of the house and down 
to the river (Fig. 2), take the path right and follow it all the way 
along the bank and you will soon see the entrance to a cave, 
which leads to Wishers’ Peak. 


speak to the King. Then go back downstairs again. You will meet 
Emma on the floor below, who recounts a story her grandmother 
once told her. You already know her grandmother: she lives in the 
house by the river. 




















THE CAVE BY THE RIVER 

Cross the first large cavern (Fig. 1) and enter the passage on the left, where you will see 
a chest containing a wizard’s staff. Now head for the steps leading out of the cave. 


AT WISHERS’ PEAK 




You emerge at the foot of Wishers’ Peak. (When outside the cave you can teleport to 
a safe place in an emergency using the Zoom spell or a chimaera wing.) Follow the 
path and take the first fork to the right (Fig. 2), up the grassy trail. You will reach a cave 
entrance a little way up. Enter the cave and keep left until you come to a dead end, 
where you will see a chest containing the map of the area. Turn back and exit the cavern 
by climbing up the rope in the alcove opposite the entrance (Fig. 3). 


You will now be out in the open again. Follow the path and you will eventually see a fork 
beyond the bridge. Go uphill to the right and you will come to the next fork a little further 
on (Fig. 4). The right fork leads to a grassy path up to the peak, but you should ignore 
this route for now and continue round the side of the mountain until you reach a dead 
end, where you will find a chest containing a Templar’s shield for Angelo. (You can now 
sell his scale shield.) Return to the fork in the path and continue 

















SUMMIT MEETING} 

Nothing much seems to be happening on the peak at first, but 
when you look at the shadow of the window frame (Fig. 5), you will 
notice that it is lengthening suspiciously quickly. Wait a moment 
until it reaches the wall and forms the shape of a door. 
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ASCANTHA CASTLE 

After you leave the “moon world”, you will find yourself transported 
directly to the ground floor of Pavan’s castle (Fig. 6). Go up to 
the throne room. A lengthy sequence now follows, which results 
In the end of official mourning being declared in the kingdom of 
Ascantha. You have accomplished your task and can continue on 
your journey. 


MONSTERS 
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SOUTHWARD BOUND 

When you leave Ascantha, Yangus talks about your new 
destination: Pickham, an unsavoury-sounding town far to the 
south. For the first time in the game, you must make your way 
without a path to guide you, but all you need to do is head 
southwards. Going slightly east will take you to the beach, 
where the attractions include a treasure chest containing a seed 
of defence and the infamous monster, Little Nipper (Robster), 
who you can easily defeat. From here, continue southwest to 
the Lakeside Cabin (Fig. 1), where you can save your game and 
spend the night. 

Leave the Lakeside Cabin and continue southwest. After a while, 
you will see the start of the road to Pickham (Fig. 2). En route, 
you notice a building on the left, with a strange-looking man 
standing on the roof. This is Morrie - it is very important that you 
make his acquaintance. After this memorable encounter, proceed 
to Pickham. 


There is a stone ramp at the side of the building that leads up to the 
roof. Go up and talk to Morrie (Fig. 3). 


Morrie hands you three pieces of paper: Morrie's memo 1,2 
and 3. Each one contains information on an infamous monster. Thus 
begins the longest side-quest in the game. Q Pcuies 202-207 
You have already seen one of the monsters arouncTMaella Abbey: 
the Hollow Knight, Lonely Joe. Another, Squiggles, dwells very 
near. Smiles is the furthest away of the three. When you encounter 
Smiles, we will return to Morrie’s task (page 148 onwards). 











ITEMS 


Seed of wisdom 


30 gold coins 
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The far end of the main west route out of Pickham is always barred by a 
man during the day (Fig. 4). You must fork out 10 gold coins whenever 
you want to pass himI Simply use the other route further east if you 
don’t feel like paying. You pay no toll at night, when the reprobate is 
catching up on some much-needed beauty sleep! 

A man asks you for 5 gold coins outside the pub in the east of town, but 
you won’t gain anything by making this charitable donation. 


TANCjUS AND BRAINS 


You will find yourself unable to leave the "delightful” town of Pickham 
until you have performed several tasks, the first of which is attempting 
to find a gentleman called Brains. The only way to reach the entrance 
to his house is by crossing the town rooftops. You can access them in 
the southeastern part of Pickham right beside one of the pubs. Once 
you are on the roof, go west and then north to reach more steps leading 
down (Fig. 1). After all this effort, when you reach your destination you 
will find that Brains isn't home. But don’t forget to have a look around 
his house and read the books in the bookcase while you're there. 


Now go and speak to Trade, who is ensconced in the pub to the north 
of town. You may want to throw something else into the alchemy 
pot before you talk to him - you won’t have another chance for a 
while, because during your chat with the king, you suddenly hear a 
commotion outside. You look out and, sure enough, the wagon is gone, 
along with the horse so close to Trade’s heart. 


The search for Medea is now your top priority. You will find the culprit 
in the dwelling northwest of the casino (Fig. 2), but unfortunately it 
turns out that he has already sold the goods on to Dodgy Dave the 
black market merchant. Dave lives behind a locked door in the east of 
town. To find him, enter the pub next door and talk to the man behind 
the counter (Fig. 3), who will then let you through. When you confront 
Dodgy Dave, he sheepishly explains that he has already sold the horse 
and cart to a thief called Red. The only good thing about this whole 
sorry saga is that you bag 1000 gold coins! 


When you leave the pub, Yangus explains that Red lives to the 
southwest of Pickham. You are now free to leave the town, and can also 
talk to Dodgy Dave at any time by asking the publican next door. 


BRAND NEW ARMOUR 


You will find a mini medal in the cupboard at Dodgy Dave’s. You 
can now collect all the items apart from those in the treasure chests 
behind bars in the building in the west of town (Fig. 5). Don’t forget to 
climb down the well .f^.Poye 201 


You can spend some serious money at the weapon and armour 
merchants in Pickham. Worthwhile purchases are a leather cape for 
Angelo and a dancer’s costume for Jessica. It may also be prudent to 
shell out for two iron shields and two iron helmets, but it depends on 
how much money you have left, as you may also be tempted to buy a 
hunter’s bow for Angelo (if you want to switch to bows), and a powerful 
(but expensive!) iron axe for Yangus. You should resist the urge to buy 
the costly holy lance, as you can concoct one later in the alchemy pot. 


Incidentally, equipping the dancer’s costume has an interesting side- 
effect: it noticeably changes Jessica's appearance, not just in the 
cutscenes, but also when she is leading the team. 
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CASINO 

The casino is located in the southwest comer of Pickham. 

If you’re feeling like taking a break from all that energetic 
adventuring, you can try your luck at bingo or have a punt on the 
one-armed bandits. You play with tokens, which you can buy 
from the bunny girl on the left (Fig. 6). One token costs 20 gold 
coins. You can exchange any tokens that you win for prizes at 
the counter opposite. 

You could theoretically sell 
all of the prizes that you 
win, but they are really too 
valuable for this (unless 
you have an extraordinary 
run of luck at the bingo 
tables and win loads of 
extra goodies!). 


Magic water restores a 
character’s MP and is also 
a useful ingredient for the 
alchemy pot. Silver platters 
are little more than mediocre shields for Jessica in their original 
state, but prove their worth when used in the alchemy pot. 

An agility ring (AGL +15) will make a sluggish character more 
nimble, and the titan belt will increase Strength by 10. The 
rune staff is a decent weapon for Jessica or Angelo and, when 
used as an item, can increase the entire party’s defence power, 
mimicking the effect of a Kabuff spell. 

The platinum headgear makes an extremely effective helmet for 
the Hero or Angelo, although its price in tokens is exorbitant and 
the headgear doesn’t really justify the time it would take you to 
win such a large amount. Of the six prizes available, this is the 
only one that cannot be used in the alchemy pot. 

There is another casino in Baccarat, where the stakes are higher 
and where there are different prizes up for grabs. Unlike Pickham 
casino, you can also try your hand at roulette there. 


PICKHAM CASINO 
KXCHAN(jF,_ 


You can bet up to five tokens per game. The more tokens you 
insert, the greater your chances of winning, as you can strike 
lucky with any one of up to five lines. However, you can only 
stake one token per line, hence the name “one-token slot 
machines”! 

You cannot influence the final positions of the symbols. All 
you can do is insert your tokens and cross your fingers! Keep 
pressing the “up” directional button or pushing the analog stick 
upwards to insert up to five tokens and start the game. If you 
want to bet fewer than five tokens, simply press ® to start. 

Each of the three barrels is marked with 21 symbols, at least 
one of which is a 7. The fourth machine from the left has six 
7 symbols, so in theory, this machine offers the best odds of 
hitting the jackpot, although your chances of winning are still 
slight, whatever the machine. 

Bingo 

The minimum stake for bingo (Fig. 8) is five tokens and the 
maximum is 100 tokens. The game card consists of 5x5 squares. 
The square in the centre contains a joker, giving you a head 
start. The others contain randomly generated numbers from 
1 to 24. The dealer draws ten numbered balls (the colours are 
irrelevant). If the numbers drawn form a vertical, horizontal or 
diagonal line of five on your card, you “go bingo” and win the 
game. The faster you go bingo, the higher the multiplier for 
your initial stake: 


For example, if you bet 50 tokens and 
go bingo on the eighth ball, you win 
25x50 tokens, i.e. 1250 tokens. The 
outcome of bingo is random - your 
chances of winning aren’t bad, but you 
could easily fritter your savings away if 
you’re not careful! It is therefore a good 
idea to save your game before you start 
playing, so that you can simply reload 
the game if you lose everything. If only 
you could do the same in real life... 


50 


06 

Slot machines 

All eight machines in Pickham casino are one-token slot 
machines. To play, simply insert a token and start the game. If 
three matching symbols appear in the middle line (marked with 
a “1 ”), your initial stake is increased by a multiplier. To win the 
jackpot (1000 tokens) on any machine, you must roll a triple 7. 
Getting two cherry symbols will win you a consolation prize (five 
tokens). The stake multipliers for the other symbols are indicated 
at the top of each machine (Fig. 7). 






















A HORSE 

in a southwesterly direction. Along 
:!ose to two treasure chests. You 
Pelvic Thruster) lurking around the chest 
coins. Think carefully before starting a fight 


Squiggles (Fig. 1), the infamous monster from 
#3, on the beach. It shouldn't take you long to 
little critter as he’s a pushover. 


RED’S DEN 

If you check the world map, you can’t miss Red’s 
Den, which is in an idyllic setting on an island 
surrounded by a moat. Talk to the man at the door 
(Fig. 2) and he’ll let you in to see Red. The flame¬ 
haired brigand gives you a new task: to retrieve 
the Venus’ tear from the Swordsman’s Labyrinth. 

In exchange for this precious stone, you will be 
reunited with Trade’s “jewel”, who was snatched in 
Pickham. Don’t forget to search the house before 
you continue northwards. Note that the metal 
door in the cellar is locked, so you will only find a 
hairband and a mini medal for now, plus another 
mini medal in a barrel in the barn. 
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THE SWORDSMAN’S LABYRINTH 


There are four treasure chests in the vicinity of Red’s Den and 
the Swordsman’s Labyrinth. Two of these can only be opened 
with a magic key, which you do not yet possess. This leaves 
an iron shield to the northwest and a farmer's scythe to the 
northeast. To reach the scythe, you must cross a small swamp 


(Fig. 3), losing approximately 5 to 10 HP in the process. It is a 
good idea to briefly go to the Swordsman’s Labyrinth (Fig. 4) 
first, so that you can use the Zoom spell to make your return 
journey quicker and easier. 



























LEVELS I AND 2 


You should have attained approximately Level 17 by the time you 
reach this dungeon. You will see the treasure chest containing 
the Venus’ tear directly in front of you, but unfortunately you 
can’t just snatch it and run back to Red! Even the map is tricky to 
get hold of. First, run along to the left and down the stairs to the 
second level, then open the first door on the right. In the room 
beyond that, a staircase leads down to Level 3. (You can omit 
this detour if you don’t feel that you need the map.) 



LEVEL 3 

There is a pot containing a cowpat by the staircase on Level 3. 
How could anyone resist pocketing such a “fragrant” treat? You 
must then wade through some poisonous purple water (Fig. 1) 
for a few feet to reach the treasure chest containing the map. 
Now return to the second level. 


LEVEL 2 



02 


Follow the corridor until you reach the intersection. If you want 
to collect lots of items, start by going straight ahead (west). The 
next room you come to has three doors. The middle door cannot 
be opened. The room behind the left door contains several pots. 
Six contain gold coins or items (including a seed of magic), 
while the treasure chest contains a mini medal. You will see two 
treasure chests behind the door to the right - the chest on the 
right contains a kitty shield, but the one on the left is a cannibotf. 

Once you have finished looting, return to the intersection and 
turn left (north). Do NOT try to open the door at the far end of the 
corridor (Fig. 2), as you will be knocked backwards through the 
hole in the floor (which you should also take care to avoid when 
walking down the corridor), back down to the room on Level 3 
containing the treasure chest with the map. Instead, continue 
eastwards until you reach the other door. Go through and take 
the staircase down to Level 3. 








LEVEL 3 

The statue at the end of the corridor is blocking the entrance to 
another passage. Press <8> to grip the statue and pull it towards 
you (Fig. 3). Press <S> again to let go, then follow the passage 
until you reach the staircase to Level 4. 


LEVEL 4 

If you turn right at the first fork, you will find a pot containing a 
mini medal. Retrace your steps back to the fork and then follow 
the other passage until you reach a large room with a statue. Push 
the statue on to the dark square in the floor (Fig. 4) to lower the 
drawbridge. You can then access the last room on this level. 

In this room you'll find a grid made up of 5x5 slabs on the floor, 
with two statues at the edge of the grid, which can be pushed 
along the sides. If you step on to the slab where the line of vision 
of each of the two statues meets (Fig. 5) you will be catapulted up 
to the ceiling. To help you figure out where to stand, press © and 
look up - you will see a hole in the ceiling... 





LEVEL I 


First, read the sign to the right of the staircase (Fig. 6) to restore 
full HP and MP to all characters, then approach the large treasure 
chest and prepare to fight the boss. Give a couple of characters 
some moonwort bulbs as an antidote to Asleep. 


' The boss has an extremely high attack power. Some 
of its attacks can inflict critical hits, which could 
be lethal to weaker characters, so you should ensure that everyone has 
plenty of HP. We recommend allocating roles as follows: the Hero should 
concentrate on healing or attacking, Yangus should build up tension and 
attack, and Angelo should heal and cast support spells (e.g. Kabuff - using 
the rune staff from the casino has the same effect). Jessica should build 
up tension and use the Twin Dragon Lash or, if she is physically weak, a 
powerful fire spell. Ice spells (e.g. Crackle), or explosions (e.g. Bang), have 
little effect, while Sap and Helm Splitter are totally useless. This would be 
a good time to use the Oomph spell if you have already mastered it. Magic 
Barrier is also handy, if Jessica has learned it (Staves, 31 skill points). 


Remember to take any weapons away from a Confused 
character. If any character succumbs to the status 
of Asleep, Angelo should cast Tingle. However, il 
Angelo himself falls asleep, the Hero must intervene. 

He learns this useful spell when his Courage reaches 
16 skill points. A moonwort bulb will rouse his 
comrades if he has not yet mastered Tingle. 


Once you have defeated the boss using your most 
powerful attacks, he will leave the Venus' tear behind. 
You can now exit the dungeon (using Evac) and make 
your way back to Red’s Den. 




























RED’S DEN AND piCKHAM RELOADED 


One thing you must do while you are in Pickham is speak to Brains. 
Make your way across the rooftops again to his house (surely you 
remember how to get there, via the steps in the southeast part of 
town?). Brains advises you to head west from Port Prospect, now 
that the road is no longer blocked by a rockslide. You can use the 
Zoom spell to reach Port Prospect, and proceed westwards from 
there in the direction of the Kingdom of Trodain. 


In exchange for the Venus’ tear, Red returns your wagon and all 
its tackle, including the alchemy pot, which you can start using 
again immediately. You should now return to Pickham. You can 
do a spot of business with Dodgy Dave if you like, or flirt with 
Lady Luck in the casino (see page 138). ^ page 207 


Mixing tips 

If you have won four silver platters in the casino, you can make the 
following mixtures: 


And if Yang us doesn’t already have an iron axe: 


2x farmer’s scythe = iron axe 


The useful agility ring can be turned into a piece of headgear for the 
Hero, resulting in DEF +23 and AGL +15: 


agility ring + bandana = mercury’s bandana 


Seed of magic 


Seed of defence' 


INFAMOUS MONSTERS 


Price: 3 gold coins (per person) 


PortProspectJ.. 


Price: 15 gold coins (per person) 

































When you go west from Port Prospect as instructed by Brains, 
you will come across the Hilltop Hut (Fig. 1) at the top of a hill 
(strangely enough!). Speak to the man inside if you want to spend 
the night there - he offers very reasonable rates (3G per 
You can also speak to the old nun in the corner 

Don’t forget to look down the well. Note: A slime 
ingredient for several important alchemy pot 
sell this item, even if you find a better 
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HILLTOP HUT (inn) 



































































DESOLATE KINGDOM 

After your visit to the hut, return to the foot of the hill and head 
round the other hill to the north. Note that you cannot yet open 
the nearby treasure chest that contains a seed of defence. As 
you continue westwards, a cutscene kicks in. You will see 
from the map that the only way to Castle Trodain in the north is 
through the tunnel at the western end of the mountain range. 

Watch out for rockbombs (Fig. 2): if they only have a few HP left, 
they may sacrifice themselves using Kamikazee, which could 
annihilate your entire party at a stroke! You should therefore 
always try to defeat them with high tension. 


Muddy hands aren’t particularly dangerous themselves, but they 
have a habit of summoning their friends into battle as backup, 
which can be bothersome. A risky situation could arise if you 
bump into a gang consisting of mum, boh, jum and boe. These 
monsters merge to form the dangerous mumboh-jumboe 
(Fig. 3), so you should defeat one of the quartet as soon as 
possible. As boh can resurrect fallen comrades, it is a good idea 
to deal with him first. 


Castle Trodain is to the northeast of the church. If you make a 
slight detour to the nearby treasure chest, you will be rewarded 
with 630 gold coins. Also watch out for two canniboxes lurking 
in the vicinity - one of which is an infamous monster. 


The master of the mix 

Following the meeting with Brains, Trode starts fiddling with the 
alchemy pot again. He only needs to spend a few more nights on 
his project before his work is complete. You will then be able to 
mix three ingredients together to form one item. Of course, this 
opens up a host of new possibilities, such as: 

|>U 2x silver platter + iron cuirass = silver cuirass (Yangus) 
L-J 2x bronze knife + stone hardhat = bronze helmet 
(the Hero, Angelo) 


WEST TRODAIN CHURCH 


At the other end of the tunnel is a lone church to the left (Fig. 4) 
where you can save your game, spend the night (for 15G per 
person) and sell any redundant items to the merchant. However, 
you cannot add the church to your list of Zoom destinations. 
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MY HOME IS MY CASTLE 


After opening the castle gates, you will witness a flashback. Eventually you will learn that 
your next destination is the castle library. Although this is situated immediately to the left of 
the entrance, you must make a substantial detour to reach it. The route to the library (outlined 
below) will take you past lots of items. First go up the central staircase (Fig. 1), 
take the map from the chest and enter 
the hall on the 2nd floor. 


^4 Your characters should Qg s' q 

have attained at least Level (•) _ 

18 by the time you reach Trode’s castle ,—/ ^ v 

- the higher the belter. If you encounter s —~ i - -) ) 

a gang of armours and dragonthorns for s, 9 O 

example, things could get very tricky. Both _ m 

types of monster have a group attack that 
inflicts more than 35 points ol damage on 

each party member. The armours can also summon another monster as backup. Always be sure 
to heal your characters after a battle. Note: As in any dungeon, you can use Evac to flee, but 
unlike most dungeons, you can access the alchemy pot while you are inside. 


Rusty old sword 


You may also encounter an extremely timid creature in Castle Trodain: a liquid metal slime. 
Defeating this monster will earn you 10050 EXP but it’s harder to vanquish than it looks, of 
course! Try your luck with Hatchet Man (Yangus) or Thunder Thrust (the Hero). While we’re 
on the subject of luck, you may find that you never actually have the pleasure of encountering 
one of these elusive little monsters during your sojourn in the castle. 


Garuda 


FLOOR 


a'- ; i ■■ 

through the first door 
on the left in the room 
behind, which leads to a 

storeroom full of items (Fig. 2). The treasure chest on the left holds the magic key, which you 
can use to open several other chests, including the one on the right, containing a Templar's 
sword for Angelo. You should also rummage through the sacks and barrels before returning 
to the great hall. Cross the hall and exit via the door opposite. 


If you are a keen collector of mini medals, make a slight detour to the right, into the i 
wing. Go through the door on the right. Alternatively, you could just go straight to th< 
staircase leading to the 3rd floor. 


MONSTERS 















































END FLOOR, EAST WIN§ 

In the east wing you will see four treasure chests behind a metal door (Fig. 3), which 
even the magic key cannot unlock. Go down the stairs on the right to the ground floor. 
There are three pots on the mezzanine floor. The middle one contains 46 gold coins. At 
the bottom of the stairs, you will see two barrels in the corner between the doors. The 
one on the left contains a mini medal (the 26th if you have collected them all so far). 
You can now return to the main part of the castle (2nd floor) and take the staircase up 
to the 3rd floor. 

3RD FLOOR 

Make a detour to the Princess’s chambers (the third door in the south corridor), where 
you will find a wardrobe with a garter in it. Next, go to the room to the northeast, where 
there is a cupboard containing another mini medal. 




The room to the northwest has three barrels. The one on the right contains 29 gold 
coins. Go through the door and on to the balcony, then round the corner to the right. 
Enter the tower and go all the way down to the bottom of the spiral staircase. 


Mixing tip 

A garter is not only a defensive accessory for Jessica, but also an 
element of a mighty weapon for Angelo: 

garter + hunter’s bow = Eros’ bow 

You can buy a hunter’s bow for 1700G in Pickham. 


1ST FLOOR 

You are now in the northwest corner of the 1st floor. The 
entrance to the library is in the southwest part of this floor. 

In the first room on the right you’ll find a pot containing rock salt. 
The small staircase in this room is blocked, so head next door. 


Cross the throne room (Fig. 4) and leave it via the door on the 
other side, on the right. There is now only one more door between 
you and the library. First, however, you can go through the door 
on the right, which will take you to the other side of the room 
containing the rock salt, where the last three items await you. 


1ST FLOOR, LIBRARY 


Once inside the library (Fig. 5) be sure to unlock the door on the 
left. This will enable you to enter directly from the courtyard, making 
future visits much easier. Trade asks you to look for a particular 
book, which you can find on the bookcase in the southeast corner, 
to the right of the overturned shelves. This will trigger a cutscene 


in which moonlight shines through the window, casting an eerie 
shadow on the wall. Hmm, looks familiar... When you investigate 
the shadow, you find yourself paying another visit to Ishmahri via 
the Moonshadow window. Before he can help you, you must find a 
special instrument for him. Return to the library and leave the castle. 





The first time you leave Castle Trodain, you will meet an infamous monster, Smiles (Fig. 6), by the 
archway. You have already met the other two monsters described in Morrie’s memos: Squiggles 
lives to the south of Pickham and Lonely Joe patrols the towpath near Maella Abbey. 


If you want to find out more about Morrie’s side-quest and Monster Arena. 

202-207 

When you visit Morrie, don’t forget that you can now use the magic key to open the chest 
near Morrie’s Place, which contains a mini medal. 




THE TREASURE CHAMRER 


You can glean information about finding the Moonshadow harp from 
Kalderasha in Farebury and Brains in Pickham. You can also Zoom directly 
to Ascantha without seeking their advice. 



Enter the throne room (on the 4th floor: see map on page 131) in the 
daytime and talk to King Pavan (Fig. 1). He will take you to the treasure 
chamber in the cellar, but unfortunately it soon becomes clear that the 
item you are looking for is no longer there. Go through the hole in the wall 
and into the tunnel. There are no items to be found here. Keep to the right 
initially (heading west) and then run straight ahead until you reach the end 
of the cave. The exit to the Land of the Moles is on your right. 
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INFAMOUS MONSTERS 


MQ.NSTEBS 


Seed of life 


Chimaera 


BEYOND ASCANTHA 


LEVEL 3 


LEVEL 


LEVEL 


— 


The local tourist attractions include a cow, two treasure chests and an ififamous 
monster. If Morrie has already promoted you to the post of Team Owner, you can 
defeat and recruit Doug or simply make off with the copper coin. Q Paye 202-207 

Your destination in the Land of the Moles is the entrance to the Mole Hole (Fig. 1). 


Follow the passage and proceed to the large chamber. You will find a chest 
containing the map by the west wall. Now head south out of the chamber and follow 
the tunnel to the left. The moles have marked all the tunnel entrances and exits with 
torches, which should help you to find your way (Fig. 1). 
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Alter your experiences in Castle Trodain, the Mole 
Hole shouldn’t pose too many problems. 

Beware of any peepers that you might come across, 
as a critical hit from these inconspicuous monsters 


can inflict up to 50 points of damage. Peepers are 
expert exponents of Bounce (which reflects spells), 
so avoid using magic when battling them. They are 
also adept at dodging conventional attacks, just to 
make things really difficult for you! 


LEVEL a 

In the first chamber, make for the two torches on the left. You 
will see two pots against the wall to the right, one containing a 
mini medal and the other a seed of defence. Go through to the 
second chamber, where there is a treasure chest containing a 
stone hardhat (Fig. 2). The passage down to the third level is 
in the tunnel beyond the chest. 




LEVEL 3 

Descend the slope on the left to reach the giant mole. 
Have a chat with the smaller moles (Fig. 3) if you wish. 
This is also a good opportunity to heal your characters. 
The battle doesn't commence until you talk to the boss 
and tell him that you have heard enough (but feel free to 
listen to the boss’s “singing" for a while). 


urn onu nous 


’ The boss is accompanied by a group of soul 
moles. To beat the boss, you must also defeat all 
of his little helpers, but don’t spend too long trying to wipe them out, 
as the boss will simply summon new ones. Concentrate on the big 
guy and you can ’t go far wrong. 


At the start of the battle, the boss tries to induce a state of confusion, 
which will affect not only your entire party, but his own helpers as 
well! Confused soul moles can be very useful, as they may attack their 
leader in their disorientation. If any of your characters are confused, 
simply take away their weapons and wait for the condition to wear off. 
The boss will launch another confusion attack a few turns later. 


A simple strategy should suffice, with the Hero, Yangus and Jessica 
building up tension and attacking while Angelo concentrates on 
increasing the characters’ Defence using Kabuff, and healing. The 
Hero can also help with healing if it's required, which it probably will 
be, as the boss has a penchant for stamping hard on the ground and 
inflicting up to 50 points of damage on all characters. 


MUSIC IN THE AIR 

Defeating the boss in the Mole Hole earns you the coveted 
Moonshadow harp that you promised to take to Ishmahri. Return 
to the library in Castle Trodain. This time you can enter the 
library directly from the courtyard rather than through the castle, 
provided that you unlocked the door from the inside last time 



If Jessica has mastered Oomph (from Level 19), she should use it to 
increase her attack power: one Twin Dragon Lash at a tension level 
of 50, reinforced with the Oomph spell, could be lethal. However, Sap 
and Helm Splitter will have no effect on the boss. 


(see pages 146+148). You must go there at night, as the 
Moonshadow window doesn’t appear during the day. 

(If necessary, go to an inn and select “rest until 
evening”.) Once Ishmahri receives the harp, he 
will help you to acquire your very own ship. 
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THE SHII 




Now that you have a sht| 
the ocean waves! You start northeast from Peregrin Quay and head for the western 
continent. The ship is already pointing in the right direction. You are only a stone’s 
throw from the small island where Princess Minnie’s Castle is situated (Fig. 1), so drop 
anchor there first. You can use the Zoom spell to teleport back to Peregrin Quay and 
save your game. 




Steering: Guiding the ship couldn’t be easier, as it is just the same as moving the Hero: simply 
press the left analog sticltfdirectional buttons in the direction in which you want to move. 

Mooring: Just steer the ship towards the shore if you want to land (or press @ on the 
shore). You will be offered the option to disembark, unless you have anchored next to a cliff or 
mountain range. 

Zooming: The ship “follows” you when you use Zoom to teleport to a different 
location. It always moors close to your destination, so just glance at the map to check 
its exact position (Fig. 2). You can often see it in the distance when you’re walking 
around. When you enter a harbour town, the ship will be berthed at the landing stage. 


SEAS AND ISLANDS 


A sea voyage may be bracing and good for the soul, but it is not without its perils 
(Fig. 3). You should be aware that the monsters in far-flung places become increasingly 
dangerous. Use this double-page overview for an accurate assessment of the dangers 
in store: after all, it would be a big mistake to mess with a group of tentaculars without 
doing a little homework first. 


Needless to say, apart from the smaller islands shown here, the larger land masses and 
the enormous western continent are ripe for exploration. These territories are covered 
elsewhere in the guide when the plot takes you there. You cannot yet access some 
regions, such as the large island in the south, as you are unable to land on the cliffs. 










ITEMS. 

p No. Item 


1 | Iron armour** 

2 j Bronze knife 

3 Seed of life * 

4 Iron mask ** 

5 950 gold coins 

6 Platinum sword ** 


8 Fresh milk 
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ITEM SHQfL 


CASTI.E) 


Antidotal herb 


7 ] Double-edged: 


Peregrin Quay 


REWARDS 


Tap devil 


Orichalcum 


Rail of destruction 


1N TAMO US MONSTERS 


a ISLAND 


You may encounter some extremely powerful monsters in the short distance from the shore 
to the castle. If you are confronted by a group of frogmen, make sure you build up plenty of 
tension before you attack, or you will have their dangerous backs to contend with. Talking of 
backs, you will find a chest round the back of the castle, containing a mini medal. 

If you notice at this point that your battles are becoming more arduous, you should 
concentrate on advancing your characters to a higher level. This is a particularly good 
idea when confronting metal slimes (tips on levelling up can be found in the Secrets 
chapter). Page 201 


PRINCESS Of MEDALS 

You will find a mini medal (surprise, surprise!) in a pot in the castle. You can then speak to 
the Princess in the royal chambers on the top floor. When you return downstairs (Fig. 1), 
speak to Minnie again to present her with the mini medals you have collected so far. You 
should have 35 in total if you have found them all. 

You will earn your first reward for 28 medals: a pair of 
fishnet stockings for Jessica. The list of rewards tells 
you which rare items of equipment diligent collectors 
can expect to receive as the game progresses. A list 
showing the locations of all the mini medals can be 
found in the Secrets chapter. ^ Ptujes 207-208 

CjOLD BANK 

There is a bank in the castle where you can deposit 
your gold coins. As you know, you will lose half your 
gold if all your characters perish, but even a disaster 
on that scale won't affect your savings in the bank. 
You can access your account at any branch of the 
Gold Bank, and can use the Zoom spell to reach 
Princess Minnie’s castle quickly. 





































church 

Price: Free of charge 


so far consistently limited yourself 
to carrying out only the essential tasks, you 
should now spend some time levelling up. 

For example, you could scour the world 
for treasure chests which can only be 
opened with the magic key (see page 149). 

A shopping trip to Neos could also prove 
interesting. The Hero should have attained at 
least Level 22 at this point in the game. 


As the ship sails between the land masses of 
the western continent (Fig. 1), you pass under 
a stone arch. A sea dragon (a species that 


SEAVIEW CHURCH 

This church (Fig. 2) is the logical stop-off point 
on the way to Baccarat. You can stay here 
overnight free of charge, which makes it an 
important Zoom destination and convenient 
too, as the ship is anchored close by. 


You will find a mini medal in a cupboard; think about the reward for 36 medals! There 
are some interesting goodies to find in the area, such as the tough guy tattoo (one of the 
elements of the extremely powerful timbrel of tension) or 1200 gold coins. The easiest 
way to reach the chests south of the church is to take the ship a-little way along the 
coast. Don’t kid yourself that you’re rich just because you may now have accumulated 
around 20000G; the price of equipment goes through the roof in the west. 


An infamous monster blocks the bridge on the way to Baccarat during the day. Foul Fowl 
is a more suitable recruit for Morrie’s Monster Arena than the first three monsters. 
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ITEMS 

(in ( joi.ni Ntj's mansion ) 

No. Item 


The casino in Baccarat is closed, as is 
the building in the northwest of town, 
(Golding’s mansion). There is nothing 
you can do about it at this point, but 
you can find out why they are closed 
by visiting the hotel (Fig. 1), where you 


will overhear a conversation between the bartender and a casino employee on the 2nd 
floor. Go down to the basement pub and talk to the bartender again to learn more about 
Dhoulmagus's current whereabouts. You now know your next destination: the Dark Ruins 
on the island in the northwest comer of the world map. 

Before you set sail for the Dark Ruins from Seaview Church, you should take a trip to 
Chateau Felix. 




Alchemy tips 

The merchant in Baccarat sells poison needles, which (along with a gold ring) make up the 
ingredients lor the ring of immunity, which you can exchange at Dodgy Dave’s in Pickham lor 
a bandit axe. More possible mixes include: 


P— edged boomerang + steel scythe + wing of bat = razor wing boomerang 
^ j light shield + fresh milk + fresh milk = white shield 

gold rosary + tough guy tattoo + holy water = holy talisman 


CLOSED TODAY 


■ 

Price: 4 gold coins (per person) 


The holy talisman provides greater protection against sudden death spells such as Whack. 
However, it can also be mixed with a Templar’s sword to make a holy silver rapier. 




























































THE SABRECAT EXpERT 

Atrip to Chateau Felix (Fig. 1) is not strictly necessary, but well 
worth the effort. You must answer Tom’s three questions when 
you arrive at the door in order to be allowed to talk to Master Felix. 
The answers should demonstrate that you are a true animal lover: 

1.1 would take the kitten into my family. 

2.1 would help the tiger to escape. 

3.1 would make the great sabrecat my companion. 



Master Felix then sets you a task: there are four large sabrecat 
statues nearby. Their lines of vision intersect at a point where a 
mysterious tree appears at dawn. Find an old pal of Felix’s there 
and give him the sand of serenity. 

Tom provides an unusual mode of transport to help you reach 
your destination quicker. If you dismount and your “ride” 
disappears, talk to Tom again and he will give you another one. 


FIND FELIX’S FRIEND 

Although your destination is very near the Chateau, you must 
take the long way round. If you need some help to find it, see the 
Secrets chapter. Wait there until daybreak, when a tree will appear 
in the stone circle, along with Felix's “friend". Ride over and use 
the sand of serenity. Directly after the cutscene you can pick up 
a green shimmering Yggdrasil leaf (Fig. 2). Now report back to 
Felix. ^ Page 209 


You will travel much faster on the back of a great sabrecat. The 
controls are as normal, apart from: 

@ = dismount. 


You receive Baumren’s bell as a reward, which you can use to 
summon a big cat to ride at any time: a perfect mode of transport 
for rapidly covering long distances. You may want to use it to 
drop by and see how things are going with the cheese man above 
the waterfall near Farebury... 

Page 202 


The big cat disappears when you press this button, and also when 
you try to ride into a town or dungeon. Random combat will still 
occur as you ride along but as you are moving faster, there will be 
fewer battles relative to the distance travelled. 
















If you have accomplished the task in Chateau Felix, hurry to the ruins by sabrecat. Even a 
trip to the treasure chests is a breeze on your feline mount, but beware, the zombie mail is 
cursed and must be “purified” with saint's ashes before you can use it. 


As you approach the ruins (Fig. 1) you will see an old acquaintance disappearing into the 
entrance. Follow him and wander about in darkness until you are dumped unceremoniously 
back outside. Speak to the people near the entrance. They explain that the magic mirror of 
Argonia can cast out the dark aura. Now you know your next destination: Argonia! Before 
you leave, grab the mini medal from the building to the east. 




Angelo should have been using Fizzle lor some time now (Staves skill 6 points). He can cast it to 
weaken monsters that favour attack spells. It is important that Angelo acts early in combat, e.g. with the 
help of an agility ring. 


The power of lesser demons (Fig. 2) lies mainly in their ability to dazzle their enemies, so you should 
make frequent use of spells such as Crackle. 


TRUE TO ITS NAME 
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Turtle shell 


Cloak of evasion 


PEDDLER’S TENT 

In the daytime, you can buy items from the young man in front 
of the tent between Baccarat and Argonia Castle (Fig. 1). Don’t 
imagine for a moment that you are “safe” by the tent, as monsters 
can still attack you there. 

g ITEM SHOP 


The cloak ol evasion (3000G) and boxer shorts are elements of the 
robe of serenity, which is much sought after by Dodgy Dave, the black 
market merchant in Pickham. You get a free cloak in Argonia. 


The prayer ring from the nearby treasure chest is of great practical 
value. You can use it to regenerate MP, but it can easily break, 
therefore it should be mixed as follows: 


The staff of resurrection is not only the second strongest staff, but 
can also be used in combat to resurrect a character. It may be worth 
"sacrificing " a precious seed of life for this; you can obtain one near 
Savella Cathedral, for example. 


prayer ring + seed of life = recovery ring 
1 recovery ring + gold bracer = life bracer 
J life bracer + rune staff + Yggdrasil leaf = 
staff of resurrection 


You can also mix an Yggdrasil leaf as follows: 

P"~l Yggdrasil leaf + magic water = Yggdrasil dew 



PHEII 








































































YqqDBA&lh-LEAf SHOP 

Item Price 


aar)_ 

Price 


The bazaar in Argonia only 
opens after you return from the royal hunting ground. You should avoid 
any costly purchases until the full range of merchandise is available. 


mm®. 


AN AUDIENCE 


WITH THE KINCj 


You can only enter the castle once you 
have learned about the magic mirror at 
the Dark Ruins, and then only during 
the day, as the entrances are barred to 
you at night. Go up to the throne room 
(take the staircase in the entrance hall, 
then go right) and speak to the King. 

He requests a favour in return for the 
magic mirror. You must accompany 
Prince Charmles to the royal hunting 
ground. In fact, all you really have to 
do is to make sure the Prince turns up! 

Leave the room and go up the stairs in 
the entrance hall, next to the painting 
of the Prince (Fig. 1). Your destination 02 

is the tower room on the 4th floor, 

west wing (Fig. 2). You will also see a treasure chest in the room, containing a cloak 
of evasion. There is a small hole in the wall behind two empty pots. Examine it closely 
to start Munchie’s second adventure. 
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Munchie's mission is to chase a lizard through the hole in the 
floor. If he touches the lizard, the reptile will run in the opposite 
direction, so Munchie must bump into the lizard to make it fall 
through the hole and land on the Prince, who is sitting underneath. 
Munchie can then run back to the mouse hole and you can head 
back to the throne room. 


A ROYAL ESCORT 


You leave town by order of the King and make your 
I way to the royal hunting ground. Prince Charmles 
I gives you a small bottle of lizard humour, which you 
[ will need there. 


The prince won’t turn up again until you reach 
W the hunting ground (Fig. 3). You arrive there via the 
■ appropriate route (see map on page 159). 

Note: The northern checkpoint is currently blocked. 


THE HUNTER’S ^REETINQ 

You can stay overnight free of charge if you talk to the old lady in the small house at the entrance. 
There is also a pot inside containing 41 gold coins and a barrel with a mini medal. At the 
entrance to the hunting ground, you must use the lizard humour, which the Prince gave you as 
you left Argonia, otherwise you will be denied access. (Recommended level: 24+.) 


Prince Charmles runs behind you in the royal hunting ground and also joins in the combat, after 
a fashion, but you can safely ignore him. The task here is to defeat three Argon lizards. The first 
one is in the entrance area. You must approach it without being seen, otherwise it will run away. 
Stalk your prey thus: 


1. From behind, so that the monster doesn’t see you (Fig. 1). 

2. Slowly: don’t run, use the directional buttons rather than the analog stick. 


Ore king 
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The Argon lizard can induce the Envenomated status change, which 
will cause all the poisoned characters to lose HP each turn. If Angelo 
hasn’t learned Squelch, then the Hero will be busy healing most of the 
time. Therefore, it would be a good idea to share out a few antidotal 
herbs before battle commences. Remember that this status change 
persists after combat. 

The lizard can also emit a battle cry which knocks the entire party off 
its feet. Despite this impressive move, the reptile’s conventional attacks 



are average and it is vulnerable to Sap, so a few powerful attacks 
should be enough to defeat it. You’ll get an Argon heart each time you 
defeat one of these lizards. 


There is no map of the area, but it shouldn’t be too difficult to find your way around. 
Make sure you don’t miss the dragon scale (go right at the start) and the mini medal 
(second path to the right in a sack hanging on the tree trunk). 

The second Argon lizard is sleeping on an island to the northwest. Approach it over the 
small tributary and a short cutscene will start. You must use a salamango to lure your 
quarry towards you. Take one from the nearby patch, carry it to the stepping stones in 
front of the lizard (Fig. 2) and throw it. The lizard will then hop 
I across the water, and the battle begins. 

You will find the third Argon lizard in the northeast. He will 
jump into a cave (Fig. 3) when you cross the bridge. Take a 
salamango (growing further north) and throw it in front of the 
cave. The party will automatically rest for the night once you 
have defeated the third lizard. The boss then appears to the 
west of the bridge. 


While the Hero heals, Yangus should reduce 
the boss’s Defence several times using the 
Helm Splitter. He should then build up his tension. Angelo should 
repeatedly increase the party's Defence using Kabuff, and heal when 
necessary. Have Jessica increase her tension to 50 or even 100. If 
you have used psyche up enough times in the past, she should have 
been capable of attaining a state of super high tension for some 
time now. Next, increase her attack power with Oomph and finally 
strike using Twin Dragon Lash. Attacking with tension at 50 doesn’t 
quite do the trick, but by the next turn at the very latest, Jessica (or 
Yangus) will finish the job. You can now pocket the great big Argon 
heart and Zoom to the castle. 





Dragon 


ARCjONIA 


THE STREET MERCHANT 

When you return from the royal hunting ground, run up the steps on the right. 
Ahead, you see Prince Charmles and a shifty merchant (Fig. 1). Talk to Charmles. 

The merchant has some vastly overpriced items on offer and prayer rings for 
9000G. He will disappear once you have accomplished your task in the Dark 
Ruins. The rest of the bazaar later relocates to the temple in the northwest 
part of town. 
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THE MACjIC MIRROR 

Enter the throne room and observe the scene between the King and the Prince. Then talk 
to the King about it. He is looking out of the window at the back of the room. He grants you 
permission to take the magic mirror from the royal vault, located in the tower room in the east 
wing of the 4th floor (Fig. 2). The shortest route is to run left past the King into the adjoining 
room and take the stairs up from there. 

Take the magic mirror along with the items from the four treasure chests. The scholar outside 
the room notices that the mirror has lost its power. The man who can help with this problem 
lives deep in the forest to the west, so your next destination is the Seer’s Retreat. 




More lovely items of equipment are on offer in the bazaar 
(Fig. 4) than you can afford to buy. Worthwhile purchases 
are, among others, a razor wing boomerang (if you 
haven’t yet mixed one), heavy armour, magic shields, a magical hat 
and scholar's specs. 

From now on, there are endless possibilities for making significant 
improvements to your equipment. Which version is the best and 
which one you can afford depends on the way you have decided to 
play the game. It is a good idea to look at the Items chapter in detail, 
particularly at all the possible mixes. Below are a few mixing tips: 


heavy armour + bandit axe + bandit’s grass skirt = bandit mail 
bandit mail + 2x mighty armlet = gigant armour 
ran cloak of evasion + devil’s tail + wing of bat = dark robe 
L_J magical hat + scholar’s specs = scholar’s cap 

magic shield + strength ring + cured cheese = power shield 
battle-axe + thief’s key = bandit axe. 

Note: Now that you have the magic key, the thief’s key is no longer required. If you have 
received a gold nugget in return for 52 mini medals, you should avoid the temptation to 
it immediately to make a golden axe, and save it for more important things instead. 


SEER’S RETREAT 

With the magic mirror in your bag, you can make your way to the Seer’s Retreat 
(Fig. 5), which is in the forest to the southwest of the peddler’s tent (see map on page 
159). If you go to the right of the tent, you will see a path a few feet away, which leads 
straight there. A treasure chest containing 1500 gold coins lies to the south of the 
cottage. You can only reach the other nearby chest, containing a prayer ring, from a 
southerly direction. 


Although you find a mini medal in a pot on the ground floor of the cottage and a 
seed of skill in a cupboard upstairs, the old man is nowhere to be seen. His “friends” 
are less than helpful! To meet the Seer, follow the path a little further to the mystical 
spring. After an illuminating cutscene, the Seer returns to his house. Talk to your 
impanions, who are standing by the water, and examine the spring closely. Return to 
te Seer's abode, where he will tell you how you can recharge the mirror: with a sea 
igon’s spell. 


The mystical spring is now added to your list 
of Zoom destinations. This is an extremely 
useful location, as each time you examine the 
water, all HP and MP is restored. It is worth 
returning regularly to the spring, if only for the 
interesting conversations, and as a favour to a 
friend in need... 


A little girl is running the Yggdrasil leal shop (Fig. 3) in the tent. She will sell you one for 1000G, 
but only if you don 't already have one in your inventory. 

Yggdrasil leaves, Yggdrasil dew and the resulting elfin elixir when they are mixed together, are 
extremely useful. You should therefore use the following crafty trick to get an extra leal: start a 
mix. If the leaf is in the alchemy pot, you can buy another one and then stop the mix. 
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THE SUN MIRROR 

The only place you will find a sea dragon is in Ocean B (see map on 
page 152). You can get there quickly by ship from Seaview Church. 

Place the magic mirror in any character’s inventory. Sail underneath 
the stone arch until a sea dragon attacks you (Fig. 6) 
and then use the magic mirror in the ensuing battle. Your enemy's 
blinding Gigaflash attack turns the magic mirror into the sun mirror, 
which you can use to shed some light on the Dark Ruins. 
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OPEN SESAME! 


Go to the stone monument facing the entrance to the Dark Ruins (Fig. 1). Use the sun 
mirror to drive away the dark enchantment. 



Theoretically (and with good equipment) you could tackle the Dark Ruins at Level 26, 
but you will be making life unnecessarily hard lor yourself, not least when you conlront 
the boss. It is better to take some time to level up, as your chances of victory improve 
significantly at Level 28 or 29. 

There are metal slimes around the royal hunting ground, so you could grapple with those 
for a while, or you could visit remote areas such as the Holy Isle of Neos (see map on 
page 192) or Savella Cathedral and surrounding area (see map on page 180), to collect 
items and seek out the local merchants. You should also try out your Call Team skill 
in the field if you have already managed to achieve Rank E in Morrie’s Monster Arena 
(see page 202). Finally, you should ensure that your party members have a 
supply of Yggdrasil leaves, Yggdrasil dew and elfin elixir in their bags. 


01 


LEVELS I + a 

When you arrive in the entrance hall (Level 1) go through the door on the right and keep 
going until you reach the stairs leading to Level 2. Go up and onto the balcony. You’ll 
see a lever on another balcony on the left, which you cannot reach from your current 
position (Fig. 2). Turn right, and just around the corner you will see a treasure chest 
containing a map. Take the staircase back down, cross the entrance hall, and go up 
the stairs on the other side. The lever in the centre raises the stairs in the middle of the 
entrance hall to enable you to access the back of the hall. Go through the rear door and 
take the stairs down. 


BASEMENT LEVEL I 

A lever puzzle awaits you in the next hall. Random combat is much less frequent here 

than elsewhere. 

1. Go left, up the first flight of stairs, and pull the lever to lower a stone slab on your 
right. 

2. Go through the gap which has now appeared and walk all the way round the back 
of the stairs to the right, and you’ll eventually reach the next lever (Fig. 3). Pull it to 
make a stone slab rise up beside you. 

3. Climb the stairs that you have just run round and walk across the stone slab. Take 
the stairs down to the other side of the moat and follow the path round until you 
come to a lever in the centre of the hall (Fig. 4). 
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4. Pull the lever to raise yet another stone slab directly in front 
of you. As you can see from the map, you can now reach the 
chests containing a mini medal and a dragon scale via the 
steps to the southwest. After the detour, return to the lever 
and lower the slab again. If you think you can manage without 
the items, skip point 4, but this is not recommended. 

5. Proceed across the small bridge to the second flight of stairs 


BASEMENT LEVEL 2 

The next hall is dominated by a huge staircase. You will easily 
spot the correct route on the map. The exit is in the southeast 
corner (top right on the game map, which is not oriented to the 
north). Go left from the start. Two levels down, there are two 


and pull the lever. A stone slab will appear below. 

6. Retrace your steps and go up the flight of stairs that you just 
passed. This will take you to the lever in the northwest corner, 
which you should pull to open the exit. 

7. Return to the previous lever (point 5). Pull it to open up a path 
to the exit. 


possible routes to take. The staircase on the right leads to a 
chest, which turns out to be a mimic. The staircase on the left 
takes you past a treasure chest containing some saint’s ashes, 
and eventually leads to the exit. 



Mixing tip 

Saint’s ashes can be used in several different alchemy pot recipes. For example: 
ji^ 'j partisan + saint’s ashes = sandstorm spear (for Dodgy Dave in Pickham) 

You can also use them to lift the curse on the zombie mail, or mix them with other important items later on. 
In the case of dragon scales, demand generally 


ran steel shield + 2x dragon scale = 
■ * dragon shield 


There is a spring in the cave to the right (Fig. 6). All the 
characters’ HP and MP will be fully restored if you stand in the 
water. The boss is lurking behind the next door... 


BASEMENT LEVEL 3 


You must rotate the two large statues in such a way that the 
beams from their eyes hit the wings of the bird depicted in the 
mural. 


There are two switches on the base of each statue which rotate 
them left and right respectively. Stand on one of the switches 
(Fig. 5) until the beam hits a wing, then step off the switch. Go 
to the second statue and aim for the other wing to reveal a flight 
of stairs. 


BASEMENT LEVEL 4 


WdBKCrSU 








The light against this boss is possibly the toughest you've faced in the 
game so far, so it might be a good idea to leave the dungeon using 
Evac and Zoom to a save point. Any changes in the Dark Ruins will 
remain the same, so you won’t have to redo all the puzzles, you’ll be 
glad to hear! You will only have to lace approximately five random 
battles en route. Even better H you manage to defeat Boss VII but get 
killed by Boss VIII and resurrected at your last save point, you will 
only have to light the second incarnation ol the boss when you make 
your way back through the dungeon. 


Note: If the Hero is at Level 29, it’s highly likely that if you light wisely 
you can win the forthcoming boss battles. If Angelo has already 
reached Level 30 and mastered Multiheal, you have an even better 
chance of success, but it still might be a good idea to deposit your 
gold in a bank just in case. 

As a further precaution, you should consider eguipping your party members 
with Yggdrasil leaves and phials of Yggdrasii dew and elfin elixir. 


The boss creates two doppelgangers in the first 
turn - clone A and B - who have significantly 
lower HP than he does. The boss and his 
henchmen can perform up to lour actions per turn (although he 
usually wastes several moves with demented cackling). The damage 
values indicated below depend on your level and equipment. The 
default values assume that the Hero is on Level 29 with good 
equipment (Fig. 7). 

* Wind Sickle: 40-50 HP (one character) 

Energy Whip: 30-40 HP (all characters) 

- Stones’ Throw: 2x 50-80 HP 

- Thin Air: 40-50 HP (all characters) 

- Single attack: up to 70 HP 

* Sends one character to sleep 
Multiheal: 80-90 HP (all enemies) 

- Ice Wave: cancels out all positive status effects. 

Ice Wave not only cancels out any increases in Attack, Defence and 
Agility generated by casting Oomph, Kabuli and Acceleratle, it also 
reduces accumulated tension to zero. This is problematic to say the 
least, as increased Attack and Defence levels are vital components 
of your strategy in this confrontation. 

The boss is resistant to Dazzle, Fizzle, Sap and Helm Splitter. Attack 
spells such as Frizz, Sizz, Bang, Woosh and Zap work well, but the 
effect of Crackle is somewhat reduced. 

The doppelgangers are not as dangerous as their master, but it is 
still advisable to eliminate them first with concentrated attacks, so 
that you can then locus all your attention on the boss. II you have a 
Monster Team, you can call them in to help you. You can find details 
on Monster Teams on page 203. 

The recommended role distribution for this titanic struggle is as 
follows: 

At the start, the Hero should build up tension a couple of times 
before attacking. He should then concentrate on healing. II Angelo 
has learned Multiheal, the Hero can concentrate more on attacking. 




Basically, you should enter combat with sufficient strength that you 
don 7 have to resort to using Zing to resurrect any party members. 
The second battle will commence as soon as you have defeated the 
first boss and his clones. The characters carry over their HP and MP 
totals from the first battle, so it is a good idea to keep a rough count 
of the boss’s HP and repeatedly heal your characters towards the 
end of the fight to prepare them for the “final push". 



Yangus’s task is to attack repeatedly with increased tension of 20 or 
higher (Fig. 8). 

Angelo should increase Defence using Kabuff, and heal. Another 
character can also cast Kabuff with a rune staff. 

Have Jessica increase the might of the attacker(s) with Oomph, and 
psyche up her own tension before striking with either Twin Dragon 
Lash or Boom, whichever is more effective. 

in view of the strength of the boss’s attacks, be sure to heal any 
characters as soon as their HP drops below 100. It will be useful if 
your characters are agile enough to get their attacks in before the 
boss. Agility rings from the casino in Pickham come in very handy 
here, along with items created from them (e.g. Mercury’s bandana 
and Mercury’s rapier). Failing that, Jessica can also help by casting 
Acceleratle, at least until the next Ice Wave. 
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The boss in the second battle cannot heal himself 
and is also vulnerable to Sap, although his 
resistance to Crackle is very high. Only attack 
spells similar to Bang and Zap work at full strength. In principle, you 
should again strengthen your own Defence and Attack and carefully 
choose your moment to strike. You can expect to face two of the 
following attacks every turn: 





ARQON1A 


War Cry knocks affected characters to the ground (Fig. 9), rendering 
them powerless and usually forcing them to miss a turn. There is no 
protection against this attack. The boss’s attacks always inflict heavy 
damage and are mostly aimed at the entire party. You must therefore 
pay particular attention to healing. Yangus may often be left to attack 
alone (unless Angelo has mastered Multiheal or a character is using 
Cheiron’s bow). Jessica can alleviate some attacks using Magic 
Barrier and Insulatle, but the boss’s Ice Wave will remove these 
protective effects. 

The boss will cast Ice Wave much more frequently in this battle than 
in the first, so you can’t rely on Kabuff, and increasing tension is a 
non-starter. You have only a few effective attacks at your disposal, 
so it helps if you increase Strength using Oomph. Another effective 
tactic is to deploy some powerful Monster Teams (e.g. Talos, 
Dumbking and Goldman). Use Helm Splitter beforehand to reduce the 
boss's Defence. 

Relying on Zing is a risky business, not only because of the 50% 
success rate, but also because resurrection only restores 50% of the 
team member’s HP. If you have to revive a character, use Yggdrasil 
leaves wherever possible. It is also a good idea to have a couple of 
phials of Yggdrasil dew handy for emergencies. You may also need 
an elfin elixir to restore MR The party returns to Argonia when the 
second boss is defeated. 


Ice Wave 

Kacrack/e: 45-50 HP 

Kasizzle: 45-50 HP 

Blazing Fire: 50-55 HP 

Feather attacks: 70-80 HP 

Single attack: 60-65 HP (one character) 

Attack combo: 4-5 x 20-30 HP (one character) 

War Cry. 


THE THREE COMPANIONS 

After your victory at the Dark Ruins, you will eventually find 
yourself at the inn in Argonia. Unfortunately, you realise that 
someone is missing. All of their personal belongings are in the 
bag, so it would appear that something strange has happened 
and you must set off in pursuit. The northern checkpoint (Fig. 1) 
on the way to Arcadia is no longer blocked, so make tracks in that 
direction. 

You must now manage without the help of the missing character 
in combat, but owing to the other party members' high levels 
(hopefully around 30), this shouldn't cause too many problems. 
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MASTER DOMINICO 



On your first visit to the town of Arcadia, the only route you can 
take leads directly to Dominico’s house. You meet the master 
on the upper floor, attending to an uninvited guest. You can talk 
to Dominico after the cutscene. He grants you the “privilege" of 
carrying out a little task for him. What an honour for you. 

The Kranbartle family owns two magic jewels known as the Kran 
Spinels, which Dominico needs to get his hands on. Speak to the 
young man in the house to the left of the pub (Fig. 1). He tells 

Mixing tip 

You will find a strength ring in a dwelling to the south of the 
Kranbartles’ house. This is an ingredient in several useful recipes: 

r_ strength ring + magic shield + cured cheese = power shield 
r j strength ring + titan belt = mighty armlet 

2x mighty armlet + bandit mail = gigant armour 

A power shield is a mighty shield which restores HP when used. The 
gigant armour is the most powerful armour available for Yangus. You 
will find a titan belt in the north of town. 


you that his father is staying in a tower northeast of Arcadia and 
gives you the stone sword, the key to the tower. 

On your tour around town you will find various items, including 
six mini medals (two others will be accessible a short while 
later.) Diligent collectors should now have enough medals to 
exchange for the next reward from Princess Minnie: a meteorite 
bracer, which increases Agility by 50 points! 


The salesman in the shop next to the Hem shop (Fig. 2) is only there 
at night. He will sell you a seed of skill for 2000 gold coins, but alas, 
it’s a one-time deal! 


ARCADIA REGION 









































up TO THE TOWER 


Your next destination is Rydon’s Tower, in the northeast of Arcadia. A raging snowstorm 
prevents you from passing through the tunnel that leads to Blizzard Peaks, should you 
try to go that way. 


The local monsters include powerful golems (Fig. 1), who generally roam alone, and 
can usually be defeated using critical hits with increased tension. As a general rule, it is 
best to fight monsters from the material family with increased tension. Iron rhinos also 
have a high level of Defence, but are very sensitive to Zap. 


'munff 


If you have already reached Rank F in the Monster Arena, you will meet Curer here, an essential monster to 
acquire Rank B, owing to his Fullheal spell. This little cidie has two possible habitats: the forest behind the 
treasure chest containing the titan belt and the grassy area behind the Chapel of Autumn. 


CHApEL Of AUTUMN 


You can save your game or 
be added to your list of Zoom 


church (for 15G a head), but it won’t 
































MASTER Of THE 
PINNACLE 

Use the stone sword that you received 
from the young Kranbartle in Arcadia to 
open the door to Rydon’s Tower. Examine 
the door twice to use the “key”. The Hero 
should be at around Level 30 before you 
venture inside. There is a treasure chest 
containing the map in the ante-room. 

Note: North is actually situated bottom left 
on the map, at about “half past eight”. 


The powerful jabberwockee's first attack 
is always a critical hit, so use the Defend 
command as a safety precaution. He can 
also perform Kasizzle. You should use Helm 
Splitter, build up tension and raise your 
Defence using Kabuff. These actions are 
also effective when battling other powerful 
monsters such as golems and living statues. 
Spells such as Dazzle are ineffectual and 


out to be a giant see-saw. When you step 
on it, you will be lowered down to Level 
1 (LI). Cross the see-saw to the other 
side of LI and go up the ramp on the right 
back up to to L2. From there, go to statue 
A and push it onto the square slab at the 
end of the see-saw (Fig. 

1). When the see-saw 
lowers, go back 
down the ramp to ; ^ 

LI and run up 
the see-saw ' 
to reach L3. 
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LEVELS 4-6 

On L3, take the staircase up to L4 and continue straight up to L5. Step onto the see¬ 
saw to be lowered down to L4, then run across the see-saw. You will find yourself in 
the northeast section of L4 (bottom left on the map). Go up the ramp to L5 and push 
statue B onto the see-saw. Go back down again and run up the see-saw to reach L6. 

From here, take the stairs down to L5 and continue via the ramp to L4, where you will 
see statue C. Push the statue onto the slab at the bottom of the ramp (Fig. 2) and it will 
move up the slope. Follow the statue up to L5 and push it onto the red see-saw. Then 
descend to L4 and run up the red see-saw. You are now on L6 (lower half of the map), 
where you’ll find a ladder that you can climb up to reach L7. 



If you pull the lever on the right of the red see-saw on L5 (Fig. 3) you will lower the bridge. 
This creates a shortcut in case you have to leave the tower and want to return later. You 
don't need to cross this particular bridge to reach your final objective. 


LEVELS 7-II 




A man will talk to you on L7. After this, look at the map and you will see four flights of 
stairs leading up. If you want to get to the treasure chest on L9, take the stairs to the 
east (top left on the map). Go up to L8 and push statue D onto the see-saw. Run up the 
see-saw to L9 where you will find a chest containing a recovery ring. You can use this 
to mix another FlP-enhancing life bracer. 

Go back down to L7 and up the ramp straight ahead of you. You are now on L8 (bottom left 
on the map). Here, a red see-saw is perfectly balanced by statues placed on slabs at either 
end (Fig. 4). From your side, pull statue E off the see-saw and go back down to L7. Now go 
right (westwards), to the end of the red see-saw that is resting on the ground (Fig. 5). Go up 
to L9 and take the staircase up to LI 0. You are only one more ladder away from Level 11, 
where there is a chest containing Cheiron’s bow, and where Rydon is waiting to talk to you. 

Rydon tells you that the Kran Spinels were set in a statue a very long time ago. He 
doesn’t know the location of the statue, he only knows the name of the woman who 
carved it: Alexandra. 

THE TWO TOWERS 

The statue you are looking for is in a tower named after its architect: the Tower 
of Alexandra not far from Alexandria. The statue is on the top floor (see map on 
page 113). You should know your way around this particular dungeon by now. If 
you unlocked the door on the second floor during your first visit, it’s time to take 
advantage of this excellent shortcut. 

Examine the statue and walk away. A cutscene will kick in, at the end of which the 
precious jewels will fall from the statue onto the floor. Take the Kran Spinels and return 
to Arcadia. 






A DELIVERY FOR DOMINICO 

It's a good idea to save your game before you go to Dominico’s house. Watch the 
scene at the kennel and then go upstairs and give Dominico the Kran Spinels. The 
magician asks you to fetch him a book and opens a secret door (Fig. 1). Go through 
and search the bookshelves until you find the Big Book of Barriers. Open the three 
treasure chests, then take the book to Dominico, who will fully restore all HP and MR 
You should give Yangus one or two moonwort bulbs in preparation for the next battle. 
The fight with the boss starts outside. 
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The boss acts twice per turn and has mastered 
Kafrizzle, which can cost a character up to 
100 HP. As well as a less dangerous strike attack, the boss can 
attack the whole party using Kasizzte and Kacrackle, which can cost 
around 50 HP She can also try to send all the characters to sleep 
with Kasnooze. Sleeping party members can be woken up using 
moonwort bulbs or Tingle. 

The boss summons two groups of three shadows (Fig. 2). Their 
physical attacks are not particularly dangerous, but the icy strikes they 
inflict on the party are somewhat more powerful. If you eliminate a 
group, the next wave will be summoned shortly afterwards. 

As usual, you should increase your party ’s Defence using Kabufl, 
reduce enemy Defence with Helm Splitter and build up tension. If the 
shadows become a nuisance, defeat them with the boomerang. 

You cannot increase your characters ’Defence levels indefinitely with 




02 by recasting Kabuff 

after six turns. Although Defence levels will not increase any further, 
they will remain at the maximum value for a further seven to ten turns. 
The enemies’ Defence cannot be weakened permanently, so you should 
use Helm Splitter periodically to prolong the effect. 



AFTER THE VICTORY 



In the conversation after your triumph, you can reply “Yes” or 
“No” to a presumably important question. Your answer will not 
influence subsequent events. You will find yourself back in the 
inn after this sequence. The party is at full strength again, so 
don’t forget to give the equipment back to its rightful owner. 


Talk to Dominico, who is sitting in the dining room on the ground 
floor of his villa. Then talk to David by the kennel. One of the 
characters learns two new spells during the events which follow. 
You eventually set off for Blizzard Peaks, via the (now open) 
tunnel to the west of the Chapel of Autumn. 



& & In Baccarat, it is now possible to enter Golding’s mansion during the day. You 
will find various items there, including a spangled dress (see map on page 156). If you so wish, 
you can embark on an optional side-guest if you talk to the twins Cash and Carrie (Fig. 3), but 
you should only do so if you are at Level 32 or 33. You can read all the details on this side- 
guest starting on page 209. 


BUZZAJtD PEWS 

























MONSTERS^ 


THE ICY NORTH 



In the Blizzard Peaks region you have the chance to use the new spells that Jessica learned 
in Arcadia. Or one of them at least, because Kasizzle is, of course, significantly better suited 
to combat in the freezing northern wasteland than Kacrackle. Shortly after your arrival in the 
region, you will automatically stop and rest at Marta’s Cottage. 


158 Dead ringer 


Freeze tty 


MARIA’S COTTAGE 

There is a mini medal in a cupboard in the second room in the basement. You will find some 
special medicine and a special antidote in the pots. Talk to all the people in the parlour, 
including the dog, until Marta finally serves tea (Fig. 1). She will then give you Marta's bag, 
which you must hand over to a man called Marek in Orkutsk. After you have made your 
farewells, you can turn back and grab a mini medal from the barrel in the barn. 


If you want to grapple with the two icy infamous 
monsters lurking in the area around Orkutsk 
(Fig. 2), bear in mind that both have mastered 
Thwack. This spell can annihilate your entire 
party in one go. Try to prevent this happening 
with Fizzle or reduce the effectiveness of the 
deadly spell using Magic Barrier. 


ITEMS 


ARMOUR SHOp 
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Velvet cape 


Dragon mail 


Dragon shield 


Chilly cheese 


Seed of defence 


WE ApOJSiSJTOp 


9 I Wing of bat 


Chimaera wing 


Price: 25 gold coins (per person) 





























































THE SEARCH FOR MAREK ( 

You must talk to certain people to receive clues about Marek's 

whereabouts: 

♦ Speak to the mayor in the round house in the centre of 
Orkutsk. (Go through a door in the pub to reach the centre of 
town.) The mayor tells you where you can find Marek’s room. 
Descend into the basement and head right and you’ll eventually 
come to it. 

♦ There is a man in the basement who directs you to Marek’s 
room at the end of the corridor (Fig. 1). 

♦ When you leave Marek’s empty home, the same man tells 
you that you should speak to the owner of the item shop. 

♦ Enter the round room in the northwest of the basement. 

At night, the item shop owner can be found sitting at the 
table with his wife. During the day, you can find him behind 
the counter in his shop upstairs. Talk to him about Marek 
(Fig. 2). He tells you to look in the herb garden in the grotto 
to the northwest of Orkutsk. 




Of/ 

" Two merchants work shifts in the same shop in Orkutsk. 
You will find the armour merchant behind the counter during the day 
and the weapon merchant will serve you at night. 



Mixing tip 

\^'\ iron headgear + scholar's cap = thinking cap 


No need to spend any gold on a steel spiked whip, as once you have 
the ultimate key you can acquire one for free. 

The dragon shield at 6900G is an astute purchase, as it reduces 
tlame and ice damage. 

If you have diligently been collecting mini medals throughout the 
game, you can acquire the miracle sword for 68 medals. A hit from 
this handy weapon will heal the Hero (or Jessica) by a quarter of the 
damage inflicted. 
























LEVEL I 

The Hero should be at around Level 31 before you tackle the Herb Grotto. You will find the 
map in a chest in the first room on the left. Next, proceed up the slope in the northwest 
corner and then inch across the slippery bridge (Fig. 1). It is best to use the directional 
buttons to cross. 

If you encounter any icikillers (Fig. 2) on the way, remember that they can use Bounce, so 
your attack spells could be reflected back on you if you’re not careful. 



LEVEL a 



If you go straight ahead at the start, you will see a chest in the ice 
room, containing a precious elfin elixir. The steps to the northwest 
lead to a dead end, but you should take a little detour downwards 


anyway, as there are treasure chests on Level 3 containing 2100 
gold coins and a devil’s tail. Further on, you will come to the steps 
in the south of the level. 


LEVEL 3 

You will see a huge icicle stuck in the ground near the steps that lead to Level 4. Two 
more icicles will fall down to form a bridge as you walk past (Fig. 3). Go back up the 
slope to the southeast of the cavern and cross over the upturned icicles to reach the 
exit. There are other places where icicles will come crashing down to the ground just 
behind you, but despite giving you a shock, this will endanger neither life nor limb! 


LEVEL 4 



Three more icicles will fall down from the roof of the grotto in the next large cavern. 

Go round, up the slope onto the central platform with the large icicle, and cross over 
the makeshift bridge. You will eventually find Marek in the northwest part of the level, 
trapped behind a wall of icicles (Fig. 4). If he is not there, it means that you have not 
had the required conversations in Orkutsk (see page 177). 

Time for Munchie to hop into “mouse action hero” mode! Scamper behind Marek, head down 
the slope to the left, then left again along the large crevice. Return to the Hero when the giant 
icicle falls from the roof. Once Munchie is safely back in the Hero’s pocket, cross the makeshift 
icicle platform to reach Marek. Talk to him and then use Marta’s bag. Your next task is to escort 
Marek back to Orkutsk. Use Evac to exit the cave. 

Eight hellhounds will be waiting for you outside. A series of group attacks (e.g. Zap, Axes 
of Evil, Swoosh, Kasizzle) will swiftly dispatch the pack. After the next sequence, Zoom 
to Orkutsk with Marek. The sleeping “beauty” is no longer blocking the staircase, so you 
can go directly to Marek’s rooms in the basement, where he will ask you to check that 
everything is all right at Marta’s Cottage. 


MARTA’S COTTAGE 

First, step briefly inside the cottage. As soon as you see the hellhounds, leave and enter the 
cave behind the house (Fig. 5). After the cutscene, talk to Marta about Marek. Now talk to 
the dog. You will then hear an explosion outside. Go and investigate what has happened. You 
will eventually acquire the ultimate key and must fight eight more hellhounds. 

You have a new destination after all this drama. It is rumoured that the sceptre and its owner 
have headed east, in the direction of the Lord High FTiest's Island. Set off for Savella Cathedral, 
either via Zoom (if you’ve been there before when exploring the high seas), or via your ship. 
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You can use the ultimate key to open metal 
doors in various places, behind which you will 
generally find three or four treasure chests: 
in Pickham (in the building south of the 
well - see page 136); in the basement of Red’s 
Den; in Castle Trodain (2nd floor, east wing - see 
page 146); in Princess Minnie’s Castle (Fig. 6, see page 
154); in Argonia Castle - see page 161 (1st floor, entrance 
above the staircase next to the moat, on the 3rd floor in the 
west wing); and in the item shop in Arcadia. 

Among the items you will find are a moon axe, a spiked steel whip, 
a power shield, and six mini medals. The Princess will reward you 
with sacred armour for 75 medals. This restores 30 HP after every 
turn during combat, typoye 273 


ISLAND Of THE LORD 


I^H PRIEST 

Many birds live on this island, including two amazingly tame 
specimens. A bird will come near you in the northwest of the island 
(close to the chest containing a phial of magic water). Examine your 
new feathered friend to obtain a seed of life. Another bird will approach 
you in the west of the island, on the path south of the crossing (Fig. 1). 
This one donates a seed of magic. 




































PON SIIOp 


Price: 50 gold coins (per person) 


THE PATH 

IS THE DESTINATION 

Your trip to Savella Cathedral will initially prove 
fruitless. The only useful snippet of information comes 
from a sailor standing near the merchants (Fig. 1). He 
tells you about a mysterious cave under a bridge on 
the eastern continent. You must sail down the river 
between Castle Trodain and Alexandria to reach it 
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LEVEL I 

There is a hidden cave directly under the bridge 
between Farebury and Alexandria, which you can 
only find by ship (Fig. 1). Mimics and riptides 
feature among the local monsters and they 
occasionally use the Whack spell. The room on 
the left of the jetty contains a mini medal and 


a seed of magic. There is a barrel to the right 
containing 790 gold coins. The metal door to the 
right can only be opened using the ultimate key. 
The Hero should be at around Level 32 before you 
enter Pirate's Cove. 



If you go through the hole in the wall on the 
left you will find a mini medal in a pot. 

Examine the wheel in the room in the northeast of 
Level 2 (Fig. 2) to open a secret door. 


This precious ingredient is necessary lor various recipes (see page 64). You can 
forge a liquid metal sword lor example , or concoct this useful healing item: 


orichalcum + gold nugget + Yggdrasil dew = sage’s stone 


LEVEL 2 

First, open the door on the right of the passage. 
There are two barrels behind the door containing 
a phial of magic water and a mini medal. The 
map is hidden in the chest in the adjoining room. 



LEVELS 3-4 

On Level 3, go through the room containing 
the rock salt and take the steps down. Follow 
the passage on Level 4 to the large, octagonal 
room. There is a crank on the middle wall 
(Fig. 3), which you can turn to drain the water 
from the room in the centre. Return to Level 3, 
not forgeting to open the chest containing a 
mini medal in the adjoining room. 



On Level 3, enter the room containing the two 
treasure chests and take the Hades’ helm and 
the bone shield. The helm is cursed, but the Hero 
is immune, so feel free to equip him with it. 

Finally, proceed to the octagonal room. As 
you have just drained the water from the floor 
below, you can descend the ladder (Fig. 4) to 
reach the last room in the southeast of Level 4. 








The boss can act twice per turn. He normally increases 
' his tension to 100 and then eliminates any positive 
status effects with a wave of ice, before attacking the 
entire party with Thin Air. Thin Air combined with super high tension is lethal 
and can inflict over 200 points of damage on all characters. If the boss has 
raised his tension to 100 you should select Defend for all party members to 
halve the damage they sustain. However, the boss will not always wait to 
reach 100 before he attacks, so Angelo should frequently cast Multiheal (a 
spell he learns at Level 30), or the Hero should cast Omni heal (a spell he 
learns when his Courage reaches 82 points). Another party member can use 
a sage’s stone to keep the entire party ’s HP topped up. 

The wave of ice negates any increases in tension or defence. If Jessica has 
learned Puff-Puff (an ability she acquires when her Sex Appeal reaches 38), 
she could use this to stop the boss for a short while and reduce his tension. 
Angelo could also employ Sarcastic Snigger (an ability he learns when his 
Charisma reaches 13) or Chilling Chuckle (learned when Charisma 
reaches 52). The crucial factor is to regularly reduce the boss 's Defence 
using Helm Splitter or Sap, at the same time as pummelling him with 
constant attacks (you could reinforce these with Oomph) and managing to 
Defend at precisely the right moment. The victor receives a pirate’s hat and 
can take the illuminated sea chart from the treasure chest. 


“X” MARKS THE SpOT 

When you view the illuminated sea chart a route will appear 
on the world map from point “X” west of Neos to the isolated 
plateau. Sail to point X, a conspicuous group of rocks rising out 
of the ocean (Fig. 5), where a shimmering white line will appear 
in the water in front of you. Sail along the line to the isolated 
plateau. If you stray over the edge, you must start again from 
point X, so steer carefully. 
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THE LONELY ISLAND 



THE LEGEND Of THE QODBIRD 

Listen to what the chief in the large hut (Fig. 1) has to say about the Godbird Empyrea. 
Your conversations with the other inhabitants also revolve around the large, mythical 
bird, or rather, her shadow, as that is all you can see of her at this point. According to 
the legend, anyone who follows Empyrea will enter the World of Darkness... 


You are ready to explore this area when the Hero has attained 
at least Level 33. When your ship docks, go east and follow the 
path upwards from there. As the name indicates, this plateau 
is isolated from the rest of the world, so you cannot summon a 
mount here with Baumren’s bell. 


You will find an extremely powerful infamous monster (Brontes) 
to the southwest along with a useful item, a magical mace. Your 
destination is the village of Empycchu in the southeast. 


ITEMS 


01 



Mixing tip 

magical mace + bandit’s grass skirl + magical hat = magical skirt 
mylhril helm + fresh milk + cowpat = raging bull helm 
swallowtail + flame shield = flametang boomerang 


WATCH THE BIRDIE 

Proceed to the large stone archway on the hill southwest of Empycchu (Fig. 2). There, 
during the daytime, you can see Empyrea’s shadow. Follow the shadow (Fig. 3) wherever 
it leads you, through the toxic lake in the west and up to the hill further north, until it finally 
forms a swirling Black Eye, through which you can enter the World of Darkness. If you pan 
the camera up and down using the right analog stick when required, you will find it easier to 
keep the shadow in view, tf you lose it, you can start again from the stone archway. 



ROUTED PUIEM) 
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Dark condor 


Seed of agility' 


Dark skeleton 1 


Dark macarbour 


Dark turkey ; 


Darkodile 


1 0nly in the t 
2 Only in (he i 

THE WORLD Of SHADOWS 


Your chances of survival in the World of 
Darkness are very good if the Hero has 
reached at least Level 33 when you enter. Your 
destination: Dark Empycchu. The settlement 
will be the only Zoom location in this world. 

You must pass through the Dark Eye if you 
want to return to the World of Light —\ — 


Watch out for the dark macarbour (Fig. 1). This 
sinister tree’s death dance can inflict sudden 
death on the entire party. Its power should be 
reduced immediately with Magic Barrier. Angelo 
can also use Ban Dance to stop the overgrown 
twig performing its jig of doom. 


; ■■ 


TRADING pOST 
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THE “EMINENCE QRISE” 

Talk to the chief about the Godbird. He asks you to take 
matters in hand. Go to the large stone archway (Fig. 1) to 
find out what is happening. Be prepared for a tough battle! 
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Mini medal 
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Seed of magic 
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Rock salt 
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Mini medal 

Fresh milk 
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Dragon scale 




Mini medal 




Premium mould 
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Special antidote* 
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180 gold coins 
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Cowpat 
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Mini medal 




Cold cheese 
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The boss ads twice in one turn and can remove 
built-up tension and support spells with a wave of ice. 
/Is her physical attacks can inflict almost 200 points 
of damage, even the more powerful characters are at risk of being felled 
instantly. The boss will also attack the party using Zap and a blinding 
strike that induces the Dazzled status change. Blinded characters should 
attack with spells or use multiple attacks such as Multithrust. Yangus can 
use Parallax. 

The boss can heal herself with Midheal and is immune to Dazzle and other 
similar effects. She has a high level of Defence, which cannot be reduced 
with Sap/Helm Splitter. Spells have a limited effect on her, particularly 
Frizz, Sizz and Bang. Your best bet is to mount physical attacks enhanced 
with Oomph and a high dose of tension. Without this reinforcement, a 
physical strike inflicts less damage than a powerful attack spell. 

Kabuff is useful for reducing damage, provided that it is not dispersed by a 
wave of ice. You should use a sage ’s stone at regular intervals if you have 



You will receive a seed of magic after the battle and the offer of a ride to 
the Godbird’s Eyrie. You can decline the invitation and rest overnight in the 
village if your resources are depleted, and take up the offer later when you 
return to the stone archway. 




Ring of truth 


Gold nugget 


Demon whip 
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You will find a chest containing the map on the left. You must then go back down and 
up the other side to reach the exit to the south (top right on the map). You will end up at 
the rear of the mountain (Fig. 1), from where you can head left up the slope to Level 2. 



LEVELS 2 + 3 



THE DESTINATION 

You can use the Godbird’s soulstone to fly to the Lord High Priest’s 
Residence (Fig. 3), but you won’t find the owner of the sceptre 
there, although you do get to witness an interesting little cutscene. 


Kalderasha can once again help you in your search if you’re looking 
for guidance. If you want to save yourself some detours, you can also 
read where to go on page 190. 


If you go left at the first fork and follow the path, you will come to a dead end in the 
middle of Level 3, where there is a chest containing a ring of truth. The right-hand 
passage leads northwest, towards your target destination on Level 2 (near the gold 
nugget). From there, go outside and up the path to Level 3. Cross this level (Fig. 2) to 
reach the entrance to Level 4 (top right on the map). 


LEVELS 4 + 5 


If you go through the left exit (as it appears on the map), you will wind up back outside 
the mountain, where you will find a chest containing a cursed demon whip. The central 
exit also leads outside and up to Level 5. You have a choice of two possible routes 
again on Level 5: if you head for the slope at the bottom right of the map, you will 
eventually come across a chest containing saint’s ashes. The spiral path on the left of 
the map takes you to your final destination. 


Mixing tip 

psn demon whip + saint’s ashes = scourge whip 
L-J ring of truth + ring of immunity + full moon ring = catholicon ring 


The boss is accompanied by a dark condor and a dark turkey. He can 
' summon new companions when these two are defeated, so it is best 
to concentrate on defeating the dark turkey, as his screams and Kasap 
spells are really irritating. However, if you want to summon a Monster Team, start by 
eliminating dark condor, as he can send the team back prematurely using Blasto. 

The boss acts twice in one turn. He will most likely use Bounce and attack the entire party with 
blazing fire. His critical hits are highly dangerous and can cost around 300(1) HP. As this boss 
has not mastered a wave of ice, you can increase your Defence and Attack power as much as 
you like. Insulatle hampers the effects of flame attacks. As you can use Sap/Helm Splitter to 
reduce the boss’s Defence, you should have little trouble winning this battle, even if a party 
member may sometimes fall victim to a critical hit. 

You will receive a seed of skill after your victory and can take the Godbird’s soulstone and use it 
to fly in the "normal" world. The Dark Eye in the northwest of the Isolated Plateau is your conduit 
between the two realms. 


186 













I Farebury Region: 
| Egeus Tablet 
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NOTHIN^ BEATS fLYIN^ 

The following pages provide a summary of optional regions you can only access using 
the Godbird's soulstone. They are generally “marked” with a light veil of cloud (Fig. 1). 


A specific assortment of monsters prowls around in the areas cut off from the rest 
of the world, with the exception of Egeus’ Tablet and Howlwind Hill, which have their 
own particular species of native fauna. 




— 


The golden bird always flies forward. Use @ to overlay an outline of the controls on the 
screen to guide you: 

You can only land if there is a white outline 
around the bird 's shadow (Fig. 2). If you press 
the right analog stick upwards, you will always 
have the shadow in your sights. 


t Descend 
l Rise 

«- -*• Steer left/right 
© Change camera view 
@ World map 
<8> Accelerate 
@ Land 


Important: No battles take place in the air, and 
any activity in the alchemy pot also ceases! 



NORTHWEST ISLE: PLATEAU (MAp i) 

If you recruit Stoneman (Fig. 3) alongside Brickman and Goldman, you will have an 
unbeatable team in the Monster Arena. Warning: the ruinous shield nearby is cursed. 



BOUHDPIAIBIj 
AREAS ACCESSIBLE BV Al* 
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BACCARAT REGION! 
SHRINE (MAp a) 

Apart from a stone marker with 
nothing carved on it, and a pleasant 
enough statue of a dragon (Fig. 4), 
there is nothing to be found on this 
conspicuous structure to the south 



of Seaview Church, not even 
any monsters! Nice view, though... 





KINGDOM Of AR^ONIA: HILL 

TTF.MS _ 


ISOLATED PLATEAU! PLATEAU (MAp 5) 

ITEMS INFAMOUS MONSTERS 


HOLY ISLE Of NEOS: PLATEAU (MAp 6) 


KINGDOM Of ascantha: 

ISLAND (MAp 7) 

I T E M S_ INFAMOUS MONSTERS 



















fAREBURY REGION: EQEUS’ TABLET (MAp 8) 


M O NSTERS... 



You can talk to the two conspicuous 
monsters that you encounter on this 
plateau. Stand to the right of the 
bird (Fig. 5) and then go down south to 


the water's edge. Search the bank using 
<8> until you find the mini medal, which 
is well hidden in the sand. It may take 
a while, but it is there, honest! 


arcadia region: howlwind hill(map 9) 

MONSTERS ITEMS _ _ 


Every slime imaginable lives on the hill 
north of Ftydon’s tower (Fig. 6), including 
metal king slimes, which yield 
30010 EXP(!) each, so this is an ideal 
place to level up your characters. You will 
also find the conqueror’s axe here, the 
most powerful axe available for Yangus. 



CjODBIRD S EYRIE 

ITEMS _ 



You can also use the Godbird’s soulstone 
to go to Godbird’s Eyrie in the normal 
world (Fig. 7). The layout of the dungeon 
is identical to its Dark counterpart (see 
map on page 185). You can even use the 
old map. Only the contents of the treasure 
chests differ. You will find mini medals 
in the chests on Levels 1 and 3, a gold 
nugget on Level 2, dragon dung outside 
on Level 4 and a piece of orichalcum on 
Level 5. The latter alone is worth a foray 
into the mountain! 

Note: A trip to the mountaintop in the 
normal world will prove fruitless. 



AREAS ACGSSIIIUliy AIR 






















































THE HIDDEN 

Tryan Gully is only accessible by air. You can land ric 
clearing further east, close to the cyclops Arges and 


ITEM-SHOP rn YVF.ApON SHOp 

Flowing dress 

14800 




Dragonsbane 

11000 |W| ; 

Antidotal herb 

I Holy water 

10 

20 



King axe 

Blizzard blade 

17000 j |^| 1 

21000 Wi |ps|[ 

Amor seco essence 

1 Magic water 

120 

300 




Great bow 

Heavy hatchet 

28000 j |p4 

29000 S 1! 

Rockbomb shard 

450 





Staff of resurrection j 45000 1 j OTArv*# 
































































THE TREASURE CHAMBER 





Talk to Raya in the building to the far east of the settlement (Fig. 1). 
You can reach it by crossing the bridge. She will grant you access 
to the treasure chamber. You get there by passing through the inn, 
which also doubles up as a makeshift shopping mall, housing 
several merchants who have a whole range of useful but expensive 


articles for sale. By far the most important item in Tryan Gully is 
the Darktree leaf. Use it to reveal the location of the sceptre on the 
world map. Fly there and follow the owner of the sceptre until he 
lands at the Lord High Priest’s Residence. 


Mixing tip 

H mirror shield + while shield + holy water = sainless shield 
mirror shield + amor seco essence + magic water = silver shield 


Your top priority for the alchemy pot should be the timbrel of tension (see page 



THE UNINVITED ^UEST 

When you land (Fig. 1), enter the grand soon as you confront the monster, so be 

halls of the Lord High Priest’s Residence. sure to prepare any items you may need 

Battle will commence on the top floor as beforehand. 


The boss acts twice 
per turn. He attacks the 
party using cold breath 
(use Insulatle to reduce its effects), and can 
knock everyone oil their feet with War Cry. 
The characters lose their tension along with 
their balance - and their dignity! The boss 
has a high resistance to Sap/Helm Splitter, 
but is not totally immune. Attack spells work 
perfectly but effects such as Dazzle and 
Snooze are useless. 


The boss’s critical hit is extremely dangerous, 
as it can cost up to 300 HP. Normal attacks 
can cost around 75 HP but can be significantly 
weakened with Kabuli. Thankfully, the boss 
does not have a wave of ice at his disposal. 

You can confidently use your old favourites 
(Sap, Oomph and Kabuff) and attack with 
increased tension. If you maintain your HP at 
a high level, e.g. with a sage’s stone, and are 
prepared to resurrect a character from time to 
time, victory is yours for the taking! 
























pURCjATORY ISLAND 

After the battle in the Lord High Priest’s Residence, you inevitably land on Purgatory 
Island. Talk to all your fellow cellmates, and examine the door until the cutscene kicks in. 

The next day you should again have a chat with your pals until the guards change shifts. 
Talk to Rolo a couple of times and you will eventually leave the wretched place. Your next 
destination is the Holy Isle of Neos (Fig. 2). 




HOL* 


ITEMS 


jyiQNSTERS 


2 Agility ring ’ 


INFAMOUS MONSTERS.- 


Gold golem 


Goldman 


a item shop 


Chimaera wing 


Gold rosary 


|| WEAPON SHOp. 















































LAST CHANCE 

After your brief “holiday” on Purgatory Island you now 
Neos, but you won’t get much of a break, however, as the next boss 
is waiting for you in the shrine in the north of town (Fig. 1). If you 
have not yet visited Neos, you should explore and collect some 
items before you open the door to the shrine. The Hero should have 
attained at least Level 35 before embarking on the next battle. 


Important: This is your last chance to act as bodyguard to Cash or 
Carrie in Baccarat. Q p^e 209 


Note: Don’t forget to tell Marek about your victory over Boss XIII. He will 
give you four pieces of nook grass as a reward, which can be used to 
create a crimson robe, among other things. 


The boss acts twice per turn. He uses Kafrizzle 
(inflicting over 50 points of damage) and Wind 
Sickles (around 100 points of damage) against one 
character. A normal strike costs between 80 and 120 HP. He can also 
launch attacks against all characters, which always inflict around 
100 points of damage. He can heal himself and frequently uses a wave 
of ice to remove all positive status effects from your party. 



01 



The boss’s Defence can be reduced using Sap/Helm Splitter and you 
can limit the effects of some of his physical attacks with Kabul!. Magic 
Barrier and Insulatle reduce the effects of Kafrizzle. The boss is totally 
resistant to fire spells. Constant physical attacks with 20x tension and 
Oomph work best, and strong attack spells (other than fire) are also 


very effective. You can even call up your Monster Team if you feel 
like taking a brief breather. If you already have the timbrel of tension 
you can defeat this boss in an instant. You will eventually acquire the 

Templar Captain’s ring. 



AfTER THE BATTLE 

Several things change after your victory: 

The casino in Baccarat will certainly have opened by now. A 
monster is causing havoc in the town. 

Q Page 211 U>Ptige213 

Vangus can now pick up an invaluable present in Red’s Den: 
the flail of fury, a weapon which enables you to launch powerful 
attacks on multiple enemies. 

The bazaar has now moved into the building in the northwest of 
Argonia (Fig. 2), and two new items have appeared. You can also 
now enter a mini-dungeon in the town: the Trolls’ Maze. 

<Paye 214 
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Sooner or later you will have no choice but to take a closer look 
at the Black Citadel, which has recently appeared. You can’t 
miss it, just look for the mass of pure pulsating purple evil that’s 
casting a shadow on your nice map... 


































































































THE LONCj WALK 

You should have reached at least Level 38 when you arrive 
at the Black Citadel. It would also be very helpful to have 
mixed a sage's stone and a timbrel of tension. 

Go straight ahead to the intersection. You will see a flattened 
staircase in front of you, which you can raise up using the 
lever on the level above. First, however, you need to find the 
map. Go left, then through the first door on the left. Cross 
the room and head out onto the balcony to find the treasure 
chest. Now go back past the flat staircase. Continue along the 
passage and go up the staircase at the end. 

There is a chest containing a piece of orichalcum at the 
top of the tower at the far end on your right. If you fancy 
getting your hands on it, you will find the tower entrance 
round the back. Return to the courtyard once you have 
bagged the orichalcum. 

Proceed up the small flight of stairs on the left of the 
courtyard (Fig. 1) and you will come to a room containing 
dozens of barrels, twelve of which contain items, including 
another piece of orichalcum and some saint’s ashes. Go 
up the staircase at the other end of the room onto the 
roof and then down the staircase on the left. Turn left 
(southwards) and pull the lever to raise the staircase in the 
front entrance. 

This creates a shortcut that you can use if you want to 
leave the Black Citadel via Zoom or the soulstone to save 
your game. You will then be able to reach this point more 
quickly on your next visit. 

Continue in a northerly direction. Go left, past the fountain 
(Fig. 2), and up the next flight of stairs that leads to a long, 
narrow room. Go right (the only way you can go), then turn left 
at the first opportunity and out through the doorway 
(Fig. 3) opposite. Now follow the path southwards into the 
adjacent building. Behind the door on the left you will find a room 
with a cupboard containing a dark robe. Although the layout of 
the citadel looks very confusing on the map, there really is only 
one route available to you, apart from a couple of dead ends 
leading off it. All the items are therefore more or less under your 
nose, so you might as well collect as many as you can. 

Leave the bedroom and continue left (eastwards), over the 
landing and through the next room. On the eastern side, cross 
the bridge that leads to a room deep in the heart of the building 
(Fig. 4), where you will find two pots, one containing a piece 
of premium mould. Go down the stairs and turn right at the 
bottom. There are more stairs just past the tombstones, which 
lead down to a treasure chest containing a silver shield. Go 
back up the stairs you just came down and continue past the 
staircase and into the next room. 

You will find yourself in a large hall (Level 1 on the map). The 
exit is directly opposite and leads to the lower floor of the long, 
narrow room mentioned earlier. Go up the steps on the right (the 
first flight only. Do not go all the way to the top!) and pull the statue 
back (Fig. 5). Go through the doorway and proceed left past the staircase. This leads outside, where 
you will find a chest containing a sage's stone, the last item awaiting you in the Black Citadel. Now 
follow the route up the staircase until you reach another lever (Fig. 6). Pulling it raises a staircase below, 
which connects the entrance and the main building in the north, which you can reach via the ramp in 
the northwest. 
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< 30 IN <3 DOWN... 

You enter the “main building” at Level 5 but you need to go right down to the basement. On Level 3, go 
past the first flight of stairs and down the staircase on the eastern side. Below Level 1 there is a circular 
route round what appears to be an idyllic little town. None of the doors will open. 



If you examine the stone plaque opposite (Fig. 7), all HP and MP will be restored. Decide on your route and 
go left or right accordingly. The direction you choose is irrelevant, the main thing is that you should keep 
moving. When you have gone full circle once, you will notice that the head is missing from one of the four 
statues by the staircase at the starting point. As you continue in your chosen direction, your surroundings 
will change (Fig. 8). After the third circuit, you will see a passage leading to a central room. Go down the 
steps in the middle of the room and prepare yourself for a gruelling fight with the boss. Distribute sage's 
stones or Yggdrasil dews and a couple of Yggdrasil leaves amongst the party and hope for the best! 


The boss performs two actions per fum, and has mastered a 
' wave of ice. He attacks the entire party with cold breath or 
Kaboom, and inflicts the Dazzled status change. One character 
may be subjected to Katrizzte. a sleep attack, a convenbonal 
attack and a critical hit, which can inflict over 300points of damage! Although the boss's 
other attack may only cost between 30 and 80 points ol damage, a lethal combination ol 
a critical hit and a convenbonal attack may overwhelm even the strongest character, so 
each character should be prepared to resurrect any ol the others. 



Useful spells include Magic Barrier (against Kaboom and Kalrizzle), Insulabe (against 
cold breath), Kabuli (against conventional attacks) and possibly even Accelerabe. 
However, the wave ol ice ensures that any form ol protection is short-lived. Sap 
and Helm Splitter are effective, although they may not work every bme. One or two 
characters should cast regular support spells and heal the party using a sage s stone. 
Multiheal or Omniheal. A powerful Monster Team may also come in handy. 


The attackers should attempt to build up their tension levels. One ol the healers or 
supporting party members should wield the timbrel ol tension. Note that tension will 
also increase the effectiveness of Kabufl or healing spells. The boss tends to make 
frequent use ol the wave ol ice, so you may need to stick to only raising tension to 20 
before striking, or risk having it wiped ouf II you have concentrated the Hero’s skill 
points on Swords or Courage as recommended, he may have 100 points in one ol these 



categories when he reaches Level 38 or above, and will therefore have mastered 
Gigaslash, which inflicts severe damage in a state of high tension. 


II the characters are not strong enough, some of them are likely to perish as a result 
ol various combinabons ol attacks or to have their attacks thwarted by the wave of ice 
unless you are very lucky. II the Hero manages to launch a Gigaslash attack at super high 
tension, a hit will cost the boss over 25% of his HP. However, the battle is more likely to 
be a lengthy exchange ol blows. Remember that Jessica teams Kazing when she reaches 
Level 38, which can be extremely useful. The metal slime community on Howlwind Hill 
can help you to advance your characters’ levels quickly (see page189). 

It is often beneficial to equip a tile bracer to boost a character’s maximum HP. 


... AND Up AQAIn! 






























































This boss can launch a powerful attack, but has no other skills 
in his repertoire. This means you simply need to build up tension, 
cast Sap, Kabuli and possibly Oomph, heal regularly and keep 
attacking. Your enemy will leave behind some orichalcum. You can then use the Godbird’s 
soulstone to depart from this desolate place. 



QUEST FOR THE ORBS 

Your task is still incomplete, even after the victory in the Black Citadel. 
(Don't forget to save your game at the next opportunity!) You receive the 
echo flute to help you find seven magic orbs, although it isn’t essential 
that you use the flute. The orbs’ locations all have something in common 
and should also be very familiar to you. The orbs are easy to spot, as their 
positions are indicated by a characteristic glow (Fig. 9): 

* Farebury, in the ruins: purple orb 

4- Tower of Alexandra, on Level 7: blue orb 

4- Maella Abbey, in Francisco’s bedchamber: gold orb 

4- Baccarat, 2 na floor of Golding's mansion (in the daytime): yellow orb 

4■ Arcadia, in front of the kennel: green orb 

4■ Marta's Cottage, in front of the cave entrance: red orb 

4■ Lord High Priest’s Residence, 2 nd floor: silver orb 


When you have 
collected all seven 
orbs, return to the 
stone archway on 
the Isolated Plateau. 

Each character 
must have at least 
one free space in 
his or her inventory 
to leave room for a Godbird Sceptre, which is essential for the imminent 
battle. Unnecessary items should be stowed in the bag to clear space 
in the inventory. Once you are thoroughly prepared, have the very best 
equipment available and plenty of time, confirm that you are ready for the 
final battle. Your HP and MP will be restored, and the battle commences. 



Bear in mind that sinister creatures now pose a threat in many areas of 
the world. You will find some additional information on the monsters that 
have recently appeared in the Secrets chapter. J^po^eZH 


Equipment: Yangus and Jessica should have a sages stone, 
and Angelo should be allocated the timbrel ol tension. 

The Hero should use Omniheal. If the characters have not 
automatically learned any abilities lor reducing MP consumpbon, some elfin elixirs 
would be handy. Yggdrasil leaves should be issued to the Hem and Yangus, as they 
are more likely to survive attacks, and because Angelo and possibly Jessica can cast 
Kazing. It would be useful for Yangus to have learned Kabuli, and rune staffs fmm the 
casino are always a valuable addition to the inventory. A greater panacea or similar 



Note that Yggdrasil dew is a good substitute lor a sage’s stone, and Munchie can use 
a high-strung cheese to achieve the same effect as a timbrel of tension. Life bracers, 
meteorite bracers or sacred armour (restores 30 HP after each round of combat) 
ae worth their weight in gold. Basically, the lower the character's level, the better 
their equipment should be. Victory is possible if your characters are below Level 38, 
but the showdown will be less nerve-wracking if they are at Level 39 or above. Ol 
course, a pair of mighty Monster Teams could also make your job easier. 



287 BOSS XX 



Meteor shower: appmx. 60-90 HP, party 

Double attacks: he hits two characters (or one character twice) with one ball 
fmm his staff, inflicting approx 130 HP 
Blow fmm his arm: inflicts over 100 HP on each member of the party 
Heals himself using meditation (500 HP) 

Can fully replenish his MP. 


The Hem (or another stmng character) should attack with increased tension, a 
second character, e.g. Yangus, should heal the others regularly with a sage's stone, 
or cast Kabuff. Angelo can brandish the timbrel ol tension and Jessica can cast 
support spells such as Magic Barrier, Insulatle, Kabuff (using the rune staff), Oomph 
and Sap, and heal with the sage’s stone. The other characters should join in the 
attack if they get the chance. 


Part 1: In the first part of the battle against the boss, you must use the Godbird 
Sceptre to break down the barrier. To do this, all tour characters need to use their 
sceptres in one turn. This summons the first ol seven benevolent sages. The pmcess 
must be repeated a further six times until all seven sages have appeared, after which 
the battle itself can begin. 


Well, that’s the theory, but the actual battle often takes a completely different 
course! If the characters are at a low level, for example, you may need to assign two 
characters to concentrate solely on healing. One should equip the meteorite bracer 
to ensure maximum agility and should then act before the boss wherever possible, 
while the other heals at the end of the turn. 


Of course, the boss doesn 7 simply sit idly watching the pmceedings, so remember to 
occasionally heal the characters. All four must then resume their joint efforts with the 
sceptre. Don't worry about using too much MP when healing, as all HP and MP will 
be fully restored when the barrier is destroyed. The battle will then begin in earnest. 


Part 2: Your enemy performs two actions per turn. His preferred modes of attack 


Wave of ice 
Sleep: one character 
Kafrizzle: 60-100 HP, one character 
Kaboom: appmx. 60 HP party 
Blazing tire or ice: appmx. 40-50 HP, party 



At first glance, none of the boss’s attacks appear particularly deadly (one action inflicts 
amund 200 points of damage), but the danger lies in the combination and frequency of 
the attacks. The boss often attacks once by bringing his arm crashing down (inflicting 
at least 100 HP on all characters) and then follows thmugh with a double strike fmm 
the ball on the end of his staff (2x appmx. 130 HP). If the timing is not in your favour (in 
one turn, the boss attacks alter he has healed himself and in the next turn he attacks 
before healing), a double-pmnged attack like this could have fatal consequences. 
Fatten characters should be resurrected immediately using Kazing or an Yggdrasil leaf. 

With the frequent wave of ice and the constant need for healing, there is little 
opportunity to launch a major attack. Gigaslash at high tension can inflict amund 
1000 points of damage, but you are more likely to succeed by staging numemus 
smaller attacks (Gigaslash, Helm Splitter, Twin Dragon Lash) at lower tension, each 
ol which will inflict a few hundred points ol damage. 


THE §AME BEGINS AT THE END 

Even after this victory, the game is far from over. There is still something for you to do in Trodain Castle and 
Savella Cathedral (to enter the cathedral, answer “Yes” twice). After the credits have rolled, you can finally 
save your game - you should do this at all costs! This special game save is marked with a star. When 
you load this save, you will find yourself in Argonia shortly before the battle with the last boss. Items such 
as Yggdrasil leaves that were used in the last battle are back in your inventory. You can now go to a new 
location nearby (Fig. 10), which holds many secrets and reveals interesting information about the Hero. 
Find out more in the Top Secret section of the guide (starting on page 215). 
























The -many secrets of Dragon Quest will In revealed to you. in the following 
pages. The whereabouts of all hidden mini -medals will be divulged, all 
side guests explored, optional heroic deeds detailed, Monster Arena, ranks 
conquered and muck -more. Finally, the deepest, -most hush-hush secrets of 
all will be exposed in. the sealed “Top Secret” section of the guide. However, 
to avoid spoiling your full enjoyment of the Dragon Quest experience, it’s 
recommended that you only open this section after you’ve completed your 
first playthrouyh of the game. 









The Walkthrough in this guide deals primarily with vital tasks which must 
be completed in order to finish the game. However, to get the maximum 
enjoyment from the adventure, you should also take time to talk to the 
townsfolk, explore and examine objects and generally just try things out, 
for example: 

♦ Give "wrong” answers in conversations. Sometimes doing so can 
produce some amusing reactions. 

♦ Return to areas that you have already visited and talk to the 
inhabitants again. They may answer differently, depending on where 
you are in the story. 

Occasionally, individuals may also react differently if someone else 
other than the Hero is leading the party (Fig. 1), so try switching the 
order around from time to time. 

♦ Consider the day/night cycle factor. For example, there is often more 
happening in pubs at night than during the day, and vice versa. 

Some fun things to look out for: 

*■ When you have defeated the Mole Hole boss, a "To let” sign is 
erected in the room on the first floor. You may even encounter some 
potential tenants there towards the end of the game. 

♦ Bangerz’s mood turns sour when you head for Port Prospect with 
him in tow. 


Jessica will tell the kids in Alexandria the latest news when you return 
to the village and talk to them (Fig. 2). 

♦ If you go round the back of the Farebury armour merchant’s stall and 
talk to him after certain key events in the game, he will tell you the 
location of various recipes: the thief's key recipe (after you complete 
the Waterfall Cave), the Eros’ bow recipe (after you acquire the ship), 
the imp knife recipe (after the Dark Ruins) and the dragon slayer 
recipe (after you emerge victorious from the Black Citadel). 

The puppet player and puppet master monsters (Fig. 3) sometimes 
use their hand puppets to act out a Love Story. Observe the different 
reactions of the characters if the attacks “work”: the Hero becomes 
totally disorientated and confused, Yangus finds the whole thing hilarious 
and laughs so much that he is unable to attack, Angelo falls asleep from 
boredom and Jessica is totally enraptured (Enthralled). 

You can also try to “vary” things a little: 

* You can, for example, choose to leave Angelo behind at Maella Abbey 
rather than taking him with you. After visiting Pickham and completing 
the Swordsman's Labyrinth, however, you will be unable to proceed any 
further without him. 

*■ If you obtain the Venus' tear before visiting Red for the first time, the 
meeting will follow the same course as if you didn’t already have the 
item that Red wants so badly. Yangus will then explain why you couldn't 
initially reveal that you had the jewel. 


* When you have solved the problem in Ascantha, you can observe a 
conversation between the king and his maidservant. 

4 Have you tried “using” a cowpat in the inventory yet? Eww! 


4 Jessica automatically learns the spells Kasizzle and Kacrackle after the 
dramatic events in Arcadia. If you have been dragging her around dead 
for most of the time (purely theoretically, of course!), she will end up 
learning these strong spells before their weaker versions, Sizz and Crack. 



THE CORRECT POSITION 

A character's position in the party's line-up affects how 
frequently they are attacked. There is no difference between the 
first two positions, but the fourth position is the safest place to 
be (Fig. 4). The percentages change depending on the number 
of party members. In theory, the chances of being hit break 
down as shown in Table 1. 


TABLET 


50% 

40% 

35% 


50% 

40% 

35% 


20% 

20% 


10% 



As the weakest character, Jessica is safest in fourth place. 
However, if you reposition her at the front of the party she 
has some (obvious) advantages (Fig. 5). Some well-chosen 
items of equipment can also alter her outward appearance 
(see list to the right). 


Jessica’s outfit 
Dancer’s costume 
Bunny suit, bunny ears 
and fishnet stockings 
Magic bikini 
Dangerous bustier 
Divine bustier 


04 





OS 


199 


















RESISTANCE Of THE CHARACTERS 



Each character has a secret resistance to certain attack spells, which reduces the normal amount 
of damage inflicted on them by approximately 25%: 


Hero: Zap-type spells 
Yangus: Frizz and flame-type attacks 
Jessica: Woosh-type spells 
Angelo: Crack and ice-type attacks 


THE NUMRERS §AME 

Skills: When you concentrate on increasing a particular skill, you will eventually reach a limit, 
and will have to increase the other skills for a while. When you reach the next level, you can then 
increase the main skill by two more points. The rule for the "cut-off point” is as follows: 

| Level x 2 + 25 = point limit. 


On Level 1 the limit is therefore theoretically: 1x2 + 25 = 27. This means that you can fully 

master a skill from Level 38 onwards (38x2 + 25 = 101). TART.F. ?. 



Agility: A higher Agility value does not automatically mean that a character attacks first. The 
random factor also plays a large part. This is calculated as follows: 


Super high tension: With practice, the characters will eventually be able to increase tension 
to 100 (Fig. 6: also see the How To Play chapter on page 19). This will happen after you have 
used tension 90 times, i.e. you have either used Psyche Up or attacked with increased tension. 
However, even when you have passed this threshold, it will not happen every time. Sometimes a 
character will still only be able to raise tension to 50. 


Munchie: The ability of this small rodent is limited. He can nibble two pieces of cheese per battle 
(Fig. 7), which means he can only attack twice. 


Defence and Agility: These attributes can be increased during combat using spells. Acceleratie 
increases the characters’ Agility by an amount equal to the basic Agility value. Buff increases one 
character’s Defence by 50% of the basic value, and Kabuff increases all characters’ Defence by 
25% of their basic value. The upper limits of these increases are: 


(Own Agility/enemy Agility) x 50 = % chance of the first attack. 

Example: Hero's Agility: 215, enemy's Agility: 200. (215/200) x 50 = 53.75. 
The chance that the Hero will strike before the enemy is around 53.75%. 


Alms: The cost of certain services performed by the church increases depending on the 
character’s level. While the cost for removing cursed items increases by 30G per level, the 
“donation" for resurrecting characters initially remains the same, although it will eventually 
rise. A few examples can be found in Table 2. 

Prices: If you have sold a large number of units of a particular item, this can cause the 
of the item to drop. However, there are four items which have an unusual pricing scale: 
medicine, special medicine, mystifying mixture and plain cheese. 


RETTER STEALING} 


The price of these items triples after 29 units are sold and 
50 units are sold. 


j Defence = basic value + 200 

j Agility = 999. 




The skull helm is a cursed item which reduces Yangus’s attack power to zero, However, equipping the skull helm enables Yangus to strike an enemy frequently 

and can therefore be used to obtain items. The success rate of the thieving and to use these abilities without killing the monster. Even more importantly, this 

abilities Steal Sickle and Stainless Steal Sickle (Fig. 8) is normally minimal. haunted helm is an essential element for mixing the timbrel of tension... 

THE YCjCjDRASIL LEAF SHOP .. 


You can only buy a leaf in the Yggdrasil leaf shop in Argonia if you don’t have, and then buy another one. You can then stop the mix, leaving you 

already have one in your inventory. You can circumvent this restriction by with two leaves in your inventory, 

clever use of the alchemy pot. Start a mix with the leaf that you already 



















































Jessica’s usefulness is limited when fighting metal slimes. One hit from 
her Twin Dragon Lash often inflicts 1 point of damage, but these random 
strikes have little effect against a group of enemies. In such instances, 
Blow Kiss (Sex Appeal) works best, as it usually inflicts 1 point of 
damage. Jessica can also increase Agility using Acceleratle to enable the 
party to strike as many times as possible before the monsters flee. 

You could also choose to deploy a Monster Team whose attacks have a 
high critical hit rate. However, this can be a risky strategy, owing to the 
unpredictable nature of their actions. 

Note: The Holy Isle of Neos is perfect for raking in the gold, as 

the gold golems that inhabit the area leave behind large amounts of cash 

when defeated. 

+ Ruined Abbey: Metal 


► Island in the southwest (not on the map): Liquid metal slimes. Canniboxes 
also appear here - a good chance to earn some gold. 

y East Argonia: Large groups of metal slimes in the forest just before 
the royal hunting grounds. This is a good opportunity for levelling up 
between levels 25 and 35. 

y Dragon Graveyard (from Level 35): Metal king slimes appear with 
beelzebuzz, who can resurrect other monsters. 

► Howlwind Hill is a paradise for metal slime hunters, where you can 
expect to find large groups of metal slimes and liquid metal slimes, 
and two metal king slimes (Fig. 9, Fig. 10). After the victory in the 
Black Citadel, new enemies appear alongside the slimes. Other similar 

also be used for levelling up later in the game (see the Top 
Secret section). 


LEVELLING Up 


There are plenty of useful places to visit if you want to boost your characters’ 
stats, depending on how much time you have on your hands. Owing to the 
huge amount of experience points earned for defeating them, metal slimes 
(1350 EXP), liquid metal slimes (10050 EXP) and metal king slimes 
(30010 EXP!) are ideally suited for levelling-up purposes. Unfortunately, 
these shy creatures rarely allow themselves to become embroiled in combat 
and are highly likely to flee should you engage them in battle. Attacks with a 
higher critical hit rate are suitable here, as the Defence value of your victim 
is irrelevant, so use Thunder Thrust/Lightning Thrust (spear) and Hatchet 
Man/Executioner (axe). 

The Metal Slash sword skill inflicts 1-2 points of damage per hit on a 
metal monster and the effect is doubled when used with both a falcon 
blade and an Uber falcon blade. The liquid metal sword inflicts 2 points 
of damage per hit. 


*■ Farebury: You will find a treasure chest containing a leather shield. 

*■ Port Prospect: You can talk to a friendly monster here. The content of the conversation will 
change after you have fought the local boss. 

+ Ascantha: You will notice something twinkling in the well (Fig. 1) which, on closer inspection, 
turns out to be a lady’s ring. Take it back to Farebury and go and talk to the man on the upper 
floor of the inn (Fig. 2). If you show him the ring, you will receive a seed of wisdom. Don’t wait 
too long before visiting him, as he will disappear shortly before you acquire the ship. 

Pickham: This well houses an unusual health spa for ruffians and tough guys! You will find a 
mini medal and a phial of amor seco essence in nearby pots. 

+ Hilltop Hut: There is an enormous crown in the well next to the hut. A voice will ask for your 
help when you examine the crown and, if you lend assistance, you will be rewarded with a 
slime crown. You can then talk to the slimes. 
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Kingdom of Ascantha (from level 15): Metal slimes by the river 
between Riverside Church and the cottage by the water. 


Trodain Castle (from level 18): Liquid metal slimes (only rarely 
encountered). 


Island northeast of Farebury: Here, metal slimes are accompanied 
by treevils and bomboulders. A treevil can resurrect a dead metal 
slime with an Yggdrasil leaf (up to twice in one battle). A bomboulder 
can resurrect all the other monsters and the treevil may then use two 
more Yggdrasil leaves, meaning that you can defeat the same metal 
slime many times during combat, in order to gain EXP multiple times. 





















Take a hike up to the hut on the mountain overlooking the Waterfall Cave. Here you will find two 
sacks hanging on the wall, containing a seed of agility and a phial of holy water. If you speak to 
the unfriendly, scowling resident, he will ask you to fetch his tool bag, which he has left under a 
tree with red leaves. Leave the hut and look to the east, where you will see the red treetop some 
distance away (Fig. 3). The tree is easy to find. When you reach the last fork in the road before the 
checkpoint, continue along the path leading east rather than taking the path to the south. The tool 
bag is lying on the ground by the tree. If you continue southwards you will find a treasure chest 
containing 82 gold coins (also see page 106). Take the bag back to the hermit, who will reward 
you with eight pieces of plain cheese. You can either sell them or use them in battle. You’ll find that 
they have an astounding effect on Munchie. 

You can pay further visits to the cheese man later in the game. When you have acquired the ship, 
he will give you four pieces of mild cheese, two pieces of cured cheese and two pieces of angel 
cheese. After you have fought the boss in Neos, he will reward you with three chunks of 
highly-strung cheese. 



THE MONSTEK ARE 

The first time you meet the extraordinary Morrie, he is 
standing on the roof of a building southeast of Pickham. 

‘ ,He hands you “memos” about three infamous monsters: 
Lonely Joe (who lives southeast of Maella Abbey), 
Squiggles (who resides on the beach southwest of 
Morrie's Place) and Smiles (who patrols in front of 
Trodain Castle). Once you have located and defeated all 
three, go back and talk to Morrie, who will then take you to 
! his Monster Arena. 


Morrie's Monster Arena is a fascinating place, where infamous 
monsters battle each other for prizes and kudos. If you talk to 




re flamboyant Mr. Morrie at ringside, he will ask you if you want to form 
your own team. The first time he asks, you can answer “No” just for fun! 
If you answer “Yes”, you will be appointed as a Monster Team Owner and 
will be prompted to name your squad. Morrie can suggest a list of names 
if you can't think of anything suitable. From this point on, a new option, 
Monster Team (Fig. 4), will appear in the Misc. menu. You can use the 
Monster Team menu to change the order of your team monsters and also 
to alter your team line-ups later on. In terms of practical applications in 
the field, you can now recruit infamous monsters that you defeat on your 
travels to your team. When you have finished talking to Morrie, he will 
hand you the Monster Arena key, which you can use to come and go as 
you please in the Arena. 


COMBAT IN THE ARENA 




;®1 


A team comprises up to three monsters. Combat in the arena is 
divided into “ranks”, the lowest of which is Rank G. To win a 
rank, your monsters must survive three consecutive battles, 
against three different enemy teams. Victory is yours if at 
least one of your monsters is still standing at the end of the 
battle. The team that achieves first place in a rank receives 
an item as a reward and can then progress to the next rank. You will 
usually also receive a bonus from the ever-excitable Morrie. The most 
important bonus is awarded after Rank E, when you earn the right to 
deploy your team during battles in the field. 

Your chances of triumph in the Arena are remote with the three monsters 
that initially make up your team. If you want to progress through the ranks, 
you must seek out more powerful monsters, defeat them and then recruit 
them onto your team. You should also consider the order of your monster 
line-up. As with your “human” party members, the first monster in line will 


S3" 



be hit most frequently 
and the last will be 
hit the least. You 
should therefore put 
the monster with 
the lowest HP and 
Defence in third place. 


When your team is ready to roll, talk to the man behind the registration 
counter (Fig. 5). Pay the entrance fee and GET IT ONI! The monsters fight 
automatically and their actions are totally out of your control. Your 
monsters' HP will usually not be restored before the second and third 
rounds (although there are rare exceptions to this with certain super-monsters), 
but each new set of enemies you face will have full HR On the upside, 
your monsters start every fight in the wild with maximum HR but if one 
of them dies, Morrie is the only one who can resurrect it. 
















































Siren (180 HP) 

2x See urchin (161 HP) 

Mecha-mynah (178 HP) 
Hunter mech (256 HP) 

| Clockwork cuckoo (240 HP) 

Fencing lox (320 HP) 

Bone baron (316 HP) 

1 Phantom fencer (400 HP) I 

Recommended monsters j 

1 Talos (Holy Isle of Neos). Goldman (Holy Isle of Neos). | 

| Dumbking (East Argonia) | 


The Rank C team is a crack fighting force both inside and outside the Arena. You will find ] 

two of the recommended monsters on the Isle ol Neos. Talos is a tough cookie, so try 
using a monster tea n fe tu 11 1 ill id him sleep. Once you've recruited him. 

sail northwestwards and go ashore rioht next to Dumbking I 



al You can find him north of 9 Arcadia. It the team is having trouble cle 
-to increase the Hero's level before giving it another try. 

lorrie s reward enables you to summon two different Monster Teams during 


uld replace Curer, as he has mo 


Rank s 


Fee | 1000G 

Morrie has a statue built in your honour on the 
Arena roof; (he Arena entry tee is waived 

p*i r| —— P me s t " nus 




Good/bag (560 HP) 
M Mimic$80HP , ) P) 

Healslime i922 HP) 
Gigantes (793 HP) 

1 Liquid metal slime (5 HP) 

Cureslime (545 HP) 


H 


>m Iteropes. for example. You'll mate things mucli easier for yourself if youI__ 

ith Goldman. Brickman and Stoneman, who together represent a virtually invincible unit, 
p: After your team metges to form Mazin. all your monsters will begin the next round 



HOW MANY TURNS CAN YOUR TEAM 

HAVE DURINCj COMBAT? 

This number is irrelevant in the Arena, but when you use Call Team to 
summon your monsters to fight for you outside the Arena (Fig. 6), your 
helpers will vanish after a couple of turns. Exactly how many turns 
depends on a particular attribute, which is explained under “Turns’ in the 
Monster chapter (page 91). Total the turn values of your team monsters 
and then add the potential team bonus (see Special Monster Teams). The 
end result of the equation is the number of turns your team can remain 
in combat. 


the bonus: ‘turn +1",so: 


Take as an example a team comprising Brontes (1 turn), Steropes (0.8 turns) 
and Arges (0.9 turns). As the Far From Heaven team, they receive 






















































































Jack Frost 


Stoneman 


Pa Troll 


Mornstar 


Faunus 


Foul Fowl 


Dumbking 


Octurion 


Frick Bag 


Torchman 


There are nearly 80 infamous monsters 
available to recruit (see also the Monsters 
chapter pages 91-99). Some of them may 
be encountered only during the day 0, or 
only at night .*), while others only appear 
under certain special circumstances: 


^ Rank F accomplished 























Cowboy 


Brickman 


Scorpios 


T 1' 

I.* 

















SPECIAL ABILITIES Of THE MONSTER TEAMS 













































































Magic Burst (L) 

Inflicts 480-520 points of damage on all enemies. All MP is used up in the attack. (Each monster must have at least 1 MP Not used in the Monster 

M—fe. 

All dead characters are resurrected. All HP is restored to all team monsters and characters, and their Defence Is Increased (Kahufl). The Defence ol all R 
enemies is reduced (Kasap) 

Metal Panic 

Hits one enemy. The damage inflicted is approx. 50% higher than the total ol the monsters’ individual attacks 

Mind Breaker 

Hits one enemy and may paralyse him lot one turn. The damage inflicted is slightly higher than the total ol the monsters' individual attacks 

Mulliheal 

Restores 100-120 HP to both the monster team and the characters in the field Restores 70-100 HP to the team in the Monster Arena 

Multi Masher 

Inflicts 110-130 points of damage on 3-10 randomly selected enemies. All MP is used up in the attack- (Each monster must have at least 1 MP) 

Omniheal 

Both the monster team and the characters are lully healed during halites in the field. Restores 100-120 HP to the tewn in the Monster Arena 

Riders'Carnival 

Hits one enemy. The damage inflicted is approx, twice the lotal ol Ihe three monsters' individual attacks 


Hits one enemy and lowers his Defence lor 7-10 turns. The damage inflicted is the fetal of the two monsters' individual attacks 

Slime Spank 

Hits one enemy. The damage inflicted is approx. 50% higher than Ihe total ol the three monsters' individual attacks 

Stream Killer Attack 

Hits one enemy. The damage inflicted is approx. Ihree times the total of the three monsters' individual altacks 

Supersire Slimey 

The slimes merge to form the super-monster Ullrus 

Tension Boost 

The tension of all team monsters and characters is increased two levels 

The Golemator 

i 

i 

i 

s 

Triple Swords 

Hits one enemy. The damage inflicted is approx. 50% higher than the lotal of Ihe three monsters' individual attacks 

Typhoeus' Maul 

Hits one enemy The damage inflicted is approx. 50% higher than Ihe total ol the three monsters' individual attacks. The damage inflicted is 100% 
higher when attacking a monster from the beast family 

Zingslinger 

All dead characters are resurrected. All HP is restored to ail team monsters and characters in Ihe field 







Dodgy Dave (Fig. 7) pan be found in the back room of the pub in the 
southeast of Pickham. Once you have given Red the Venus’ tear, you can 
make your first deal with the black market merchant. He is always on the 
lookout for items that can only be produced in the alchemy pot (except 
special medicine, which can also be found elsewhere). You can find the 
location of the ingredients in the Items chapter. 



8oxer shorts + cloak of evasion 


Dodgy Dave will repay you with gold or rare items. 

The transactions are always carried out in order, one after the other. 
Once you have acquired the item that Dodgy Dave is currently after, ar 
spoken to him about it, he will turn his attention to the next item on his 
list, whether or not you have given him the previous item. 


There are a total of 115 mini medals to be found in the game. These precious 
items cannot be sold or discarded, and can only be exchanged for rewards 
with Princess Minnie (see list on page 154). The last prize is awarded for 
110 medals, so there’s no need to find them all. After Minnie has awarded the 
last prize, she will not accept any more mini medals, although she will take any 


Dodgy Dave is instantly able to tell if you have one of the items he 
requires. If, for example, you already have some special medicine and a 
reinforced boomerang the first time you speak to him, he will immediately 
propose the first transaction. You can accept or decline and he will then 
immediately start the second transaction. Again, you must make your 
decision on the spot. Regardless of whether you answer is “Yes” or 
“No", Dodgy Dave will then propose the third transaction. 

Once you have obtained the crimson robe (and either given it to Dodgy Dave 
or kept it for yourself), he will start again from the first item on the list. From 
that point on, he will only repay you in gold coins (although he will give you 
more than a normal merchant would): No. 1 = 400G, No. 2 = 1000G, 

No. 3 = 3500G, No. 4 = 4000G, No. 5 = 6000G, No. 6 = 12000G. 


surplus medals from you in your last transaction. 


Don’t expect to receive your final reward during your first 
playthrough, however. The last eight medals can only be 
acquired if you save your game after the final credits have rolled. 



































































































































































































MINI EVENTS 

ADDITIONAL CUTSCENES 

Be sure to pay extra special attention when exploring Trodain Castle. Short cutscenes featuring 
Trade will play if, for example, you examine the grand piano in Medea’s room (Fig. 8), the sceptre 
chamber, or the throne. 



If you examine the huge gate in the northern part of the town of Neos before your trip to Purgatory 
Island, this will lead to an encounter with Marcello. Another meeting can be initiated in the building 
with the glass lift shaft behind Savella Cathedral (Fig. 9). 


SAVELLAAREA . 

You can obtain two hidden items on the island where Savella Cathedral is situated. There are two 
tame birds in the vicinity: one to the northwest and one to the west of the island. Examine each of 
them to receive a seed of life and a seed of magic (see page 179). 


THE SOUTHWESTERN ISLE . 

There is a small island that is not marked on the world map in the far southwestern comer of the wortd 
(Fig. 10; also see page 152). Here, you will find two chests: one is a mimic in disguise, the other contains a 
platinum sword. You can also expect to bump into the infamous monster Bladewolf (from Rank D onwards). 


DESPERATELY SEEKING} BAUMREN 




When you visit Chateau Felix near Baccarat, you will be assigned the task of finding Baumren. Your 
quarry can be found in a small valley that is surrounded by trees, directly east of the Chateau. 
However, because the nearby bridge has been destroyed you must go the long way round to reach 
the clearing. 

Ride round the back of the hill on which the Chateau is located and follow the path. Bear left 
(northwards) at the treasure chest containing the mini medal and cross the bridge (Fig. 11), ther 
immediately turn left and make for the glade, which is dominated by an impressive stone circle. 
Wait there until daybreak. 


BODYGUARDS FOR CASH AND CARRIE 

Once you have completed all your tasks in Arcadia antLare ch your 7 s ) 
way to Blizzard Peaks, you can enter Golding's mansion in Baccarat. 

Talk to the twins Cash and Carrie (Fig. 12) to start the side-quest, 
which will eventually lead to the opening of the casino. It will make 
no difference to the gameplay if you choose to be Cash or Carrie's 
bodyguard, but the cutscenes will be slightly different depending on 
which twin you pick. 

You will rejoin your chosen ‘'escortee" at the entrance to the Dragon 
Graveyard. You can land right outside the dungeon if you have the 
Godbird's soulstone. If not, you must first traverse the forbidding 
Desert. You should have attained at least Level 32 before attempting 
this dungeon. Don't wait too long, though, as this side-quest will no 
longer be available after you’ve defeated the boss in Neos. 

















Desert Chapel 

























































OPEN DAY . 

The dungeon is locked at the beginning, but it will open when you agree to undertake the bodyguard 
task (see page 209). Cash or Carrie will then be waiting for you at the entrance. If you decide to skip 
this side-quest, the entrance will eventually open up after the appearance of the Black Citadel 
(Fig. 14), but you will not encounter the boss enemies. 



IN THE DUNGEON . 

A short way into the dungeon you will see a chest to the right containing the map. The map will help 
you get your bearings and locate the other three items. The casino side-quest will entail either Cash 
or Carrie accompanying you (Fig. 15), however, they will not participate in the events that follow. On 
your way through the dungeon you will meet several members of the other bodyguard team. 

Beelzebuzzes can resurrect all dead monsters, so it is advisable to defeat all beelzebuzzes first, 
unless they appear alongside a metal king slime. You can acquire another 30010 EXP if the slime is 
resurrected and then defeated all over again. 



^ SHMUESre 



These two monsters are extremely powerful. A critical hit from Red 
Fang could easily inflict 250 points of damage. There is no special 
tactic you can employ here, but you should increase tension, reduce 
the monsters ’ Defence and increase your own Defence and Attack. 
There is a slight chance that the dastardly duo may leave behind a 
seed of strength or seed of wisdom. After the battle, touch the crystal 
ball in the room behind. Next, return to Baccarat, where the casino 
will have miraculously reopened. You will be rewarded with 
600 casino tokens for your sterling efforts. 


27 <f Blue fan<j 



The casino is closed initially and will only open if you complete the bodyguard 
side-quest (see page 209) or when the Black Citadel appears toward the end 
the game. 

As in Pickham casino (see page 138), one token costs 20 gold 
coins. However, the stakes are higher in Baccarat. You can 
bet up to 300 tokens at bingo and there are one-token and 
ten-token slot machines, as well as a hundred-token slot 
machine, where the maximum jackpot is 100000 tokens! 
Unfortunately, your chances of beating the one-armed 
bandits are very slim (although the bartender in the pub 
downstairs will try to convince you otherwise). Baccarat 
casino also has two roulette tables (Fig. 16) for you to try 
your luck on. 

All the items available in Baccarat casino are extremely 
useful. The Gringham whip is the most powerful weapon of 
its type for Jessica, the liquid metal armour is required to 
make the best armour, and saint’s ashes are essential for 
purifying cursed items in the alchemy pot. You can also 
cash in any tokens won in Pickham in Baccarat, and 
vice versa. 




BACCARAT CASINO 













































ROULETTE 

To win at roulette, you must guess 
the number on which the ball will 
“land”. There are 28 slots in the 
wheel, numbered 0-27. You can bet 
on specific numbers or on groups 
of numbers and can wager anything 
between 1 and 500 tokens. You 
are allowed to place multiple bets 
on a single game. If you bet on 
the winning number or group 
of numbers, your stake will be 
multiplied by a certain amount (the 
“multiplier"). The following is an 
overview of the different ways you 
can bet (the screenshots to the right 
show two examples of each). 

The zero is neither odd nor even, 
red nor blue. Of the remaining 
27 numbers, 14 are red and 13 
blue and 14 are odd and 13 even. 

In other words, your chances of 
winning if you bet on red and odd 
numbers are slightly higher (50%) 
than with blue or even numbers 
(approx. 46.4%). 


O/ 





If you don’t want to 
trust to luck alone when playing roulette, you can try using a system. 
You must be patient, as you will need to save and reload your game 
numerous times. Here is an example ol one such system. (You can of 
course aim to win the first few thousand tokens at bingo, or vary or 
combine the steps below in any other way you like.) 


Q Initial capital: WOO tokens. Stake: 500 each time. Remember 
to save every time you achieve a target, otherwise when you 
load a game you will return to a point before your most recent 
stroke of luck at the tables. 


Now it starts getting tricky. By using one of two methods, you should 
win between 200000 and 300000 tokens within a couple of hours: 

m Select 5, 8,11,14,17,20 or 23. Bet 500 tokens on your chosen 
“ number, 500 tokens on each of the four pairs of squares 
containing this number and 500 tokens on each of the four 
blocks of four squares containing the number. Using 14 as an 
example, you could bet on: 

14; 14+11, 14+13, 14+15, 14+17; 14+11 + 12+15, 
14+11+10+13, 14+13+16+17, 14+17+18+15 (Fig. 17) 


Q Bet on red or odd until you have 2000 tokens. 


Bet on a double row (six numbers), then save the game when 
you win. Target: 5000 tokens. 


Q Bet on hvo adjacent numbers. If you are successful, you will win 
** 7000 tokens. Target: 10000. (This should take less than an hour.) 


If you start with 45000 tokens, you will be able to afford at least ten 
attempts. If the ball lands on 14, you will win 56000 tokens. If you 
lose everything, simply reload the game. 


I There is another tactic that you could try if you have at least 
1 30000 tokens: select each of the 18 possible bets on one 
horizontal line, e.g. B. 2,2+5, 5, 5+8, etc. (Fig. 18). 





































































There are other systems where you are guaranteed to win, but only a 
very small amount. For example: 

Bet 500 tokens on each of the eight double rows and 360 tokens on 
the double row containing 0,1,2 and 3, then bet 90 tokens each on 
0,25, 26 and 27 (Fig. 19). The total stake is 4720 tokens, and you 
are guaranteed a profit of between 280 and 320 tokens. 


Another system offers a slightly higher success rate, but also a 
greater risk of losing: bet on four separate blocks of six (4-9,10-15, 
16-21, 22-27) (Fig. 20). Your chance of winning is over 85% and you 
will make a profit of 500 tokens each time you win. Playing the wheel 
100 times should therefore net you more than 10000 extra tokens. 
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puff puff 


You will find the Club Puff Puff near the waterfall to the far northwest of the kingdom of Argonia. As 
it is on the west bank of the river, you can only access it from the direction of the chest containing 
the prayer ring. You will need the ultimate key to open the purple door (Fig. 21). 


A mini medal and a silver platter are waiting for you inside (both items are in cupboards), as well as 
some very “special” treatment. Prepare to be amazed and amused... 



SKKT5 


stasis 



AREAS ACCESSIBLE BY AIR 


The Godbird’s 
Priest’s Residence but 
areas are not essential 
valuable items that 


-IE SHADOW Of THE BLACK 


CJ 


After the Black Citadel has appeared, you should pay a visit to Red. She will express her thanks by 
giving you the flail of fury for Yangus on permanent loan. 

There is also a treat in store in Argonia. After the bazaar moves to the temple in the northwest, 
some new barrels appear, containing a seed of magic and a mini medal. These voluntary 
excursions are also mentioned in the Walkthrough to ensure that you do not miss the hidden items. 


A king squid is causing havoc near the item shop in Baccarat (Fig. 22). This angry monster’s 
values differ from the norm (1620 HR 570 EXP). There is an outside chance (1 in 256) that it may 
leave behind a seed of life. The monster is easy to defeat, although Whack has no effect. The 
townsfolk try to tempt you with 200 casino tokens as “hush money”. If you refuse their initial offer, 
they will increase the amount to 400 tokens. 

Don’t worry if you didn’t manage to get all of the items left in the Black Citadel before it was 
destroyed. You can get them later on, "one floor lower”, so to speak - amidst the ruins of Neos. 

















It is easy to find your way around this small, clearly laid out maze, but the great trolls you will 
encounter (very occasionally) are extremely dangerous, as a critical hit from them can inflict over 
350 points of damage. Two boss trolls await you at the centre of the maze. Talk to the second troll. 

If you answer “Yes” to both his questions, he will restore all HP and MP to your party. The battle will 
commence if you answer “No” to the second question, or if you say “Yes” when you talk to the troll 
for a second time. 


MIRROR, MIRROR ON 


You cannot enter the Trolls' Maze until you have fought the boss in Neos. The concealed entrance 
to the maze is in Argonia. Head there and talk to the locals who will inform you that the Chancellor 
is missing. His house is the large building on the hillside in the eastern part of town (Fig. 23). Go 
there at night and examine the glowing mirror in the upstairs bedroom (Fig. 24). This will teleport 
you to the Trolls’ Maze. 


THE WALL 






Although the two boss trolls are more powerlul than normal mom 
from the demon family, they don’t put up much resistance, apart 
from landing occasional critical hits. Once you've defeated them, the 
Chancellor of Argonia thanks you for rescuing him and rewards you with 
two seeds of strength and three seeds of life. 
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For example, dark slimes, shadows, dark condors, dark skeletons, dark ministers, dark turkeys, 
dark dullahans, archdemons, bobongas, caped caperers, mimic kings, dullahans, wight priests and 
dark sabrecats now lurk in some parts of the Farebury region. 

Note: You will not be able to complete your list of defeated monsters until you have finished your 
first playthrough of Dragon Quest. 


^RK MONSTERS 


After the fall of the Black Citadel, the monster population in many regions changes. Some 
monsters can no longer be found in their former habitats (although none disappear completely), 
and are replaced by other generally more powerful monsters which have spawned from the World 
of Darkness (Fig. 25). 
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Because we don’t want to reveal too much about key events at the end of the game, picturt 
the bosses you meet after your fight with Dhoulmagus have been placed in the sealed Top: 
section on pages 216-217. 


boss in, po^e ia8 

NO. 263: 
Tortured und 


boss ii, pa«je 

No. 262: 
KluUaMtarL 


BOSS IV, 


BOSS V, 



No. 264: 
Trap box. 


NO. 269: 


STRICTLY CONf IDENTIAL! 


Once you have successfully completed the adventure following the 
journey of the cursed king, you are finally ready to read the Top Secret 
pages. The sealed section reveals secrets that only become relevant 
AFTER the end of the main game, so you won’t miss anything if you 
wait until now to look at these pages. 


Note: The Top Secret section also contains screenshots of the boss 
enemies you encounter after the Dark Ruins, so it might reveal more 
about the game than you wish to know and possibly spoil your 
enjoyment. If you choose to open the sealed section before completing 
your first playthrough of the game, you do so at your own risk! 
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This page reveals the boss monsters you will encounter after your first clash with 
Dhoulmagus. Clearly these screenshots would have given away too much of the plot had 
you seen them in the main Walkthrough. 


boss viii, pa«je 169 boss ix, pa«je 175 

No. 270: DkotUmapws No. 271: EvilJessica. 


boss x, pa<2fe 182 boss xi, pa^e 185 

No. 272: Captain, Crow No. 275: Empyrea 


boss xiv, pa«je 193 

No. 278: Marcello 


boss xv, pa^e 196 

No. 286: Rhaptkorne 


BOSS 

NO. 279: 


boss xiii, pa«je 

No. 277: Eoii Sir Let 


boss xii, pa<je 186 

No. 276: Cenunt 























boss xvii, pa«je 196 


boss xvii, pa^e 196 boss xvii, pa^e 196 


boss xvii, pa«je 196 



NEW (jAME, FRESH START 

If you save your game after the credits have rolled, this save-wll be marked with 
a star, as will any subsequent saves that you make after finishing the game for 
the first time. Reload from this save point to continue playing in Argonia just 
before your final battle with Rhapthorne. Before talking to Empyrea again on the 
Isolated Plateau and taking another shot at defeating the big baddie, you should 
note a number of changes to the world that you’ve become so familiar with. 


BATTLE LOCj . 

You can now choose from two Battle Logs: the current version and the final 
record for the initial playthrough. The latter is marked with a crown, and 
“blessed" with King Trade’s comments on your performance. 


INFAMOUS MONSTERS 

Five new monsters now inhabit the world. You must pass a trial befc 
one (Hev) will appear (see page 225). See Table 1 for the locations 
infamous monsters. 


No. 280: 

Statue oftke Hero 


boss xvm, pa^e 196 

No. 284: MegatodoK 


No. 281: 

Statue of Yasujus 


boss xix, pa<je 197 

No. 285: Kuut 


NO. 287: 






























THE DRAGON SHRINE IN. 

BACCARAT REGION 

When you spend the night at an inn, you will see in your dreams the mysterious 
place that is shown at the end of the final credits. A dragon statue sits on top of a 
mysterious shrine located between Baccarat and Le Club Puff Puff (Fig. 1). If you fly 
there and examine the emblem on the plinth underneath the stone dragon, you 
will be teleported to a bonus dungeon: the Dragovian Path. 


MINI MEDALS 

You can collect 107 mini medals during the game (see list on pages 207-208) 
and you will find eight more in the secret areas accessed via the Dragovian 
Path: six in the Dragovian Sanctuary (see page 220) and two in the Heavenly 
Dais area (see page 222). As you only need 110 mini medals to receive your 
final reward from the Medal Princess, you can afford to miss out on five 
medals, e.g. the one hidden in the sand on Egeus’ Tablet, which is I 
extremely hard to find. 


By now, your basic equipment should always include ffie timbrel of tension. 
Angelo is normally the best character to wield it regularly in combat. You can also 
equip a meteorite bracer and Mercury’s rapier to ensure that he is almost always 
first to strike. 

You should be on at least Level 40 at this stage. Many monsters on the Dragovian 
Path can inflict 100 points of damage with conventional attacks, and a critical hit from 
a heavy hood can cost over 300 HR A pandora’s box can eliminate the entire party 
in one go using Thwack, as can a Silhouette performing a Death Dance. Fortunately, 
both actions have a reasonably low success rate. Silhouettes also use cold breath 
occasionally, which can inflict up to 100 points of damage on all characters. 


LEVEL I .-.. 

There is no map of the Dragovian Path, but the following directions will help you to 
easily find your way through, as well as locate all of the items. Follow the route until 
you reach the large cavern (Fig. 2), then bear left. At the end of the passage, you will 
come to the first fork in the path. Go left to find the first item, then continue until you 
come to a flight of steps leading downwards. 
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On reaching Level 2, take the only path available to find a chest containing a suit of 
liquid metal armour (Fig. 3), then return to the fork on Level 1 and take the other path 
(i.e. bear left when approaching from this direction). Wade through the shallow pool 
(Fig. 4) and head down the steps that take you to Level 2. 



LEVEL 2 . 

Follow the passage until you reach the large cave. Go left (Fig. 5) (southeast) to 
reach a chest containing a seed of skill, then continue northwest. Follow the path 
until you reach the next fork, which is marked by a large stalagmite and stalactite. 
Go right to find a chest containing a cursed Thanatos’ shield, then return to the fork 
(Fig. 6) and follow the other path (south) until you come to a slope that leads down 
to the next level. 



SHITS 



LEVEL 4 . 

The path leads past a tombstone (Fig. 9) and back round the side of the mountain. 
The turn-off to the right is a dead end. Continue straight ahead until you reach the 
door to the Dragovian Sanctuary. 




3D 


Mixing tip 

pn Thanatos’ shield + saint’s ashes = goddess shield 

DJ metal king spear + razor wing boomerang = metal wing boomerang 

If your Hero specialises in using spears, you must weigh up what is more 
important to you before using this recipe: the most powerful spear in the 


LEVEL 3t. 

Follow the only path available to you. You will soon arrive at a cavern. Skirt round 
the poisonous purple pools (Fig. 7) to reach the chest, which turns out to be a 
pandora’s box. Follow the path downwards. The turn-off to the left, just before the 
exit, only leads round a large pillar of rock. When you reach the first fork on the 
rock bridge (Fig. 8) you can take a short detour to the left, which will lead you to a 
platform where you will find an elfin elixir. If you turn right at the next fork in the path, 
you will find a chest containing a metal king spear. Continue northeast. The path will 
eventually lead you to another cavern, deep inside the mountain. Stand on the dark 
stone slab to teleport to the next level. 























DRACjOVIAN SANCTUARY 


TTF.MS 


Rock salt 


Chunky cheese 


Angel cheese 


The first two items on the list can be found outside the 
buildings, while items 3-7 are in the first house on the left. 
Numbers 8-10 can be found on the ground floor of the 
house where you save your game, and numbers 11 and 12 
are behind the counter in the item shop. The last four items 
are in Chen Mui’s hut: two on the ground floor and two 
upstairs. You can ignore the locked treasure chest, which 
will be opened later as the plot unfolds. 


THE ITEMS 


E3 ITEM SHOP 




































THE DRAGON VILLAGE 

A Dragovian called Chen Mui will accompany you as you 
explore the village. If you go upstairs in the second dwelling 
on the left, you can save your game (Fig. 10). You should also 
speak to the Council of Elders in the large hut to the north of 
the village (Fig. 11). Talk to the man guarding the door and 
enter the building. After the cutscene, address all four Elders, 
then Chen Mui will speak again. If you agree to his request, he 
will invite you to his house (next to the item shop). 




After the cutscene in Chen Mui's house, look for Chen Mui 
downstairs (Fig. 12) and speak to him again, then go back 
up to the bedroom. After spending the night there, address 
Chen Mui once more. He will ask you to go to the Heavenly 
Dais, which you can reach through a portal under the council 
chamber. Chen Mui’s doors will always be open to you if you 
want to spend the night there free of charge; just speak to the 
man on the ground floor. 


113 mini medals by now. You can exchange 110 
medals for the flail of destruction, which Yangus can wield to 
strike all enemies. 


If the Hero specialises in wielding swords, the following mix is 
well worth concocting for the battles to come: 
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Some of the monsters 
that you may meet on 
the long march to the Heavenly 
Dais will leave behind a rare seed 
of skill. There is a slim chance that 
you may obtain one from a Solaris, 
great troll or crocodog. If you 
want your characters to acquire 
additional skills, you should try to 
engage in random encounters here. 


FEARSOME CREATURES . 

You will frequently encounter rampaging great trolls on your journey to the Heavenly Dais. 
These beasts’ critical hits can inflict over 350 points of damage. A belial can perform two 
actions per turn and inflict over 200 points of damage with increased tension. A hell’s 
gatekeeper can inflict more than 150 points of damage with increased tension and over 300 
with a critical hit. Hellspawn have mastered cold breath and blazing fire, and can also send 
characters to sleep or inflict other status changes. 








































LEVEL I . 

Once again, you must continue without a map. At first glance this 
level looks very confusing, but appearances can be deceptive. 

The exit is behind you, to the southeast. There are three paths in 
front of you: the middle one, leading upwards (west), is the path 
to Level 2 (Fig. 13). The other two lead to the same place. 

If you follow the path on the right, you will soon come to a fork. 
From here, if you follow the path to the west, you will find a chest 
at the end containing a dangerous bustier. If you go right, you 
will reach a small circular platform with a large pointed rock in 
the middle. Following the path on the left from the starting point 
also takes you to this platform. If you head up the path to the 
left of the circular platform you will reach a small cave (Fig. 14) 
containing a burial site. There are no items here, but one of the 
gravestones makes interesting reading. You can now return to the 
starting point (or use Evac). 

Follow the path in the middle until you reach the steps leading 
up to the next level (Fig. 15). On the way, you will pass a chest 
containing a mini medal at the bottom of a spiral pathway. 


LEVEL . 

Climb up the shimmering trail of steps through the clouds to 
once again be faced with a choice of three paths: the steps on 
the right (northeast) lead to a dead end, the steps on the left 
(southwest) will take you to a chest containing the last mini 
medal, and the steps in the middle (northwest) will take you 
closer to your goal (Fig. 16). 

There are two routes to take on the next platform: go left 
(west) to find a chest containing a piece of orichalcum. The 
path to the right (north) leads towards your destination. There 
is a chest on the platform with the enormous skull (Fig. 17), 
which appropriately enough contains a skull helm. Use it in 
the alchemy pot to mix up your second timbrel of tension. 

Now follow the steps up to the entrance to the Heavenly Dais. 
There is a mighty boss lurking beyond the imposing front 
door, so heal your party before going through. 


























Lord of the oro^ovians ??? 


1 HP 1 8300 

1 Attack 


Agilify 

| 126 

| MP | 

I Defence 

1 228 | 

Level 

1 « 

Item 

JSeed of skill 
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This boss usually performs two actions per turn. He can 
attack the entire party with flames, but most of the time he 
only uses physical attacks. One hit generally costs you over 
150 points of damage and his critical hits can sometimes 
take over 450 HP. His intimidating scream can knock the 
characters off their feet. 


accumulated tension. Jessica and Yangus should also 
have a sage’s stone. Angelo or Jessica can cast Kazing to 
resurrect dead characters. Note that any support spells 
cease to be active for resurrected characters. Remember to 
replenish Kabuff after about seven turns before it disappears 
completely and must then be restored from scratch. 


Angelo should use the timbrel of tension practically every 
turn. Yangus should increase Defence with Kabuff and 
(if available) a rune staff, until it reaches the maximum 
(+200). Jessica should cast Insulatle. Once you have built 
up your Defence, reduce the boss's Defence using Sap or 
Helm Splitter. Jessica can also use Acceleratle to ensure 
that the entire party always gets a hit in before the boss, 
and Oomph to support the attackers. 


The Hero should combine the Dragon Slash ability and a 
dragon slayer sword when he attacks. The dragon slayer is 
more powerful than the liquid metal sword because of the 
Attack bonus against dragons. If the boss’s Defence drops 
to zero, Yangus should switch Irom Helm Splitter to more 
powerful attacks, such as Parallax. If Angelo and Jessica 
increase their tension to 100, they too can attack. Another 
advantage of super high tension is that it automatically 
reduces the effect of enemy hits by 30%. 



THE HERO’S SECRET . 

After your victory, you will learn the secret of the Hero's birth 
and of his mouse, Munchie. Chen Mui opens the locked chest 
in his house and hands you the Argon ring. You can then talk 
to the Elders again. You have several different options at this 
.point, including tackling Rhapthorne one more time to unlock 

•THE ALTERNATIVE ENDING} 

| When you have received the Argon ring from Chen Mui, you 
I can see the “better” game ending, but first you must defeat 
r Rhapthorne as previously (see page 197). After the victory 
celebrations in Trodain, the action switches to Savella. 

You must talk to King Clavius on the balcony of the Lord 
High Priest’s Residence. You leave the building after this 
conversation - prepare to be astonished at what happens in the 
cathedral the next day! 


After your first victory over the Lord of the Dragovians, you 
can undertake the Dragovian Trials. To do this, you must slog 
your way to the Heavenly Dais all over again and speak to 
the Lord. He will fully restore the party’s HP and MP before 
battle commences. Your first contest is against the Lord of 
the Dragovians in his human form. If you defeat him, combat 
immediately ensues against a dragon. You will receive a reward if 
you win that clash too. You have six possible rewards to earn: if 
you want them all, you must battle five more times to defeat the 


the alternative ending, or heading back to the Heavenly Dais to 
undertake the Dragovian Trials. 

Tip: You will be treated to short cutscenes if you visit the graves on the 
Dragovian Path (Level 4) and the Heavenly Dais (Level 1) with the ring. 



Lord of the Dragovians. Each time, you will first have to defeat his 
human form before engaging in combat with the next dragon. 

If the Hero is above Level 40, you can easily win the clashes 
against the first dragons with the right equipment. Later, you 
will need two timbrels of tension and two good Monster Teams, 
including the Wizards o' Z (with Metabble at the head of the 
team). This crack unit can heal all the characters and raise the 
dead using Zingslinger (see page 207). 



RACjOVIAN TRIALS 






















THE REWARDS . 

Strengthen the alchemy pot 

The alchemy pot turns into the super alchemy pot (Fig. 18), 
with waiting times a thing of the past as each mix is ready 
immediately. If something is already simmering in the pot, stop 
the mix and start again and it will be ready instantly. 

Receive a legendary team monster 

The last infamous monster appears. You will find Hev at the 
lake south of Castle Trodain (Fig. 19). You can use him to form 
the team The King and Us, which can use the special attribute 
Maximaster. 


RECEIVE A DR AfjOVI AN SWORD 



alchemy pot to create the best sword for the Hero. 


l liquid metal sword + Dragovian sword = 
J Dragovian king sword 



The Hero’s outward appearance changes (Fig. 20) when he 
wears the Dragovian armour, shield and helm. 
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This dragon performs two actions per turn. He uses normal attacks 
(approx. 200 HP), critical hit (over 450 HP), flame breath (approx. 
100 HP each time), an intimidating scream and Gigaflash. 

There is nothing you can do if the characters are knocked off their 
feet by the dragon’s battle cry and have to miss a turn. It is also 
inevitable that critical hits will cause a character to frequently 
bite the dust. Gigaflash blinds the characters. When blinded, you 
can still use actions such as Gigaslash or call on a Monster Team. 
Spells such as Kaboom and Kaswoosh can also be cast in an 
emergency or you could use untargeted attacks such as Multithrust. 
Otherwise it is best to increase tension and attack using Helm 
Splitter and Dragon Slash or Twin Dragon Lash. You can choose 
your first reward after the battle. 


226 


WZ^jWCOMs 


Before each dragon battle, you must defeat the Lord of the 
Dragovians in his human form. His first action is always to 
cast the Dragovian Seal, which usually paralyses the 
Hero for 3-5 turns. You can avoid this by summoning 
a Monster Team. Send the team back after the first 
turn before a monster dies. You can then summon the 
monsters again during the second battle. 

The boss acts twice per turn. He uses normal attacks 
(approx. 200 HP), Thin Air (approx. 100 HP each time) 
and psyche up. He very occasionally uses a wave of ice to 
remove special effects or evokes lightning (similar to the 
Lightning Storm used by Angelo/the Hero). The boss can 
heal himself by 500 points when his HP gets too low. Your 
party should stick to its tried-and-trusted actions, namely 
using the timbrel of tension, Helm Splitter/Sap, Oomph and 
possibly Acceleratle. Use increased tension to hit him hard! 


I 289 vermilion dragon 


288 Lord of the Dra^ouians 



























This dragon acts twice per turn. He uses normal attacks 
(approx. 200 HP), critical hit (approx. 500 HP), poisons the 
party, paralyses or sends the party to sleep and unleashes a 
fierce battle cry. 



A Catholicon ring is useful to increase immunity to status 
changes. The dragon’s attacks become more and more 
dangerous and each critical hit is practically lethal. The 
“new and improved" battle cry inflicts damage on all the 


characters. The effect cannot be reduced using Kabuff 
and the increase in Defence is only useful against the 
conventional attacks. The dragon’s Defence is very low, so 
reducing this value is not as vital as for other dragons. 



This dragon performs two actions per turn. He uses 
normal attacks (over 200 HP), critical hit (approx. 500 HP), 
frightfully cold breath (around 150 HP each time), sends 
one character to sleep, casts Fizzle and wave of ice and 
restores 500 HP. 

As the silver dragon can use Fizzle to block spells, it is 
vitally important that the characters have some phials of 
Yggdrasil dew handy. This dragon can remove all special 
effects using wave of ice, so it is advisable to regularly 


weaken the effect of this extraordinarily icy breath with 
Insulatle (or by using an ice shield as an item). It is crucial 
to reduce the dragon’s high Defence with Helm Splitter/Sap. 
These actions won’t always work, but keep trying and you 
will eventually succeed. 



This dragon acts up to three times per turn. He uses normal 
attacks (over 250 HP), psyche up, Kasizzle, Kaboom, 
Gigaflash and strange glow (the party becomes more 
vulnerable to spells). 

If the Golden Dragon increases his tension repeatedly, 
watch out! No character can withstand a subsequent 
physical attack and if this is followed by a spell, the outlook 
is grim for the entire group. Angelo could try to reduce 
tension with Sarcastic Snigger/Chilling Chuckle, but this 
will be relatively ineffective owing to the dragon’s three 
actions per turn. You can summon a Monster Team twice 
to ward off attacks. Remember that you can heal/resurrect 
using the Wizards o’ Z! 



The dragon is immune to Sap, which means that his high 
Defence cannot be reduced! You should use Magic Barrier 
to weaken the strength of his spells and counteract the 
strange glow. One of the characters could also use Bounce. 
This character can no longer be healed by team-mates 
using healing spells, but the risk pays off if the dragon 
deploys Gigaflash, as the light will reflect back on the 
dragon and blind him. 
















































This dragon acts up to three times per turn. He uses normal 
attacks (200-250 HP), Kasizzle (under 50 HP each time), meteor 
shower (up to 100 HP each time), blinds the party (Dazzled) and 
sends one character to sleep. 

Although the dragon has very low HP, his Defence is unfortunately 
extremely high and cannot be reduced! He is immune to all 
spells. If the levels of the characters are around the low 40s, it 
is conceivable that the Hero could inflict less than 100 points 
of damage, even with full tension and using Oomph. If this is 
the case, you will have to resort to other tactics. You could, for 
example, have Yangus attack repeatedly using Executioner. II such 
an attack hits home, the Defence level is irrelevant and Yangus 
will inflict approximately 250-300 points of damage each 
time. Oomph is therefore not cast, so the other characters 
can concentrate on using the timbrel of tension, Kabuff, 
Acceleratle, Magic Barrier and Kazing. In the worse case 
scenario, you could summon the monster teams Wizards 
o’Z or The King and Us, if you have already appointed the 
relevant infamous monster to your team. 


This dragon performs two actions per turn. He uses normal attacks 
(over 250 HP), critical hit (over 500 HP), frightfully cold breath (up 
to 150 HP each time), psyche up and wave of ice. 

The divine dragon is immune to Sap, but has a relatively low level 
of Defence. The wave of ice is not deployed very often, so you 
should focus on increasing tension and also build up Defence, 
Attack and Agility. Protection using Insulatle is also crucial. If your 
party is strong enough and you do not fall victim to the waves of 
ice, you can secure the sixth and last reward from the Dragovian 
Trials. You can then face yet another bonus trial, but you will 
receive neither a reward nor experience points for this ultimate 
battle against eight adversaries! 
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Divine 


Dragon 























The bonus trial involves fighting the Lord of the 
Dragovians in his seven dragon forms, one after the 
other. Remember that you can summon the monster 
team The King and Us in each battle to fully heal the 
party and to increase Defence. Each of the famous 
dragons has approximately 50% of their normal HP: 

i 

Lord of the Dragovians: 3000 HP 
Vermilion dragon: 2550 HP 
Emerald dragon: 4660 HP 
* Silver dragon: 2520 HP 
+ Golden dragon: 2780 HP 
+ Darksteel dragon: 955 HP 
*■ Divine dragon: 4730 HP 

The ultimate dragon performs up to three actions per 
turn. He uses normal attacks (over 300 HP), psyche 
up, fire and ice breath, intimidating scream, Magic 
Burst, MP regeneration and wave of ice. 

The final dragon is the most dangerous enemy in the 
§ game and his increased tension inflicts substantial 
I damage. It is crucial that you use Insulatle after every 
I wave of ice. The most dangerous attack is the Magic 
f Burst: the boss uses up his entire MP in one attack, 
inflicting over 200 points of damage on each character. 
Owing to his ability to regenerate MP, he can mount these 
attacks more frequently. As he has up to three actions 
per turn, any attempt to reduce the dragon ’s tension 
with Angelo ’s Sarcastic Snigger/Chilling Chuckle will be 
practically useless. Basically, you must try to psyche the 
Hero’s tension up to as high a level as possible, so that he can 
then strike with Dragon Slash, supported by Oomph. It would help 
if all the characters were at Level 50 or above. 


295 ultimate Dragon 

1 HP | 7320 

Attack 1 912 1 Agility I 199 

| MP | 255 

Defence | 307 | Level | B5 

1!■! 

Seed of skill (12.5%) 

- 2 - KH-o- 



There is no reward for victory over all incarnations of the Lord 
of the Dragovians, but the Ultimate Dragon will be added to the 
Defeated Monster List. When you have completed all 295 entries, 


you will receive a little token from King Trode the next time you look 
at the Defeated Monsters List: the gospel ring, which you can use to 
eliminate all random combat when wandering around the world. 
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Looking for a particular piece of information? Puzzled by 
in-game terminology? Fear not! The index below has over 
350 entries designed to help you find your way. Green page 
numbers represent maps, which are always accompanied by a 
list of items located in the corresponding area and, of course, 


the relevant gameplay help. Orange page numbers denote the 
Secrets chapter, and red page numbers indicate the Top Secret 
section. Important: the orange and red page numbers point to 
plot “spoilers". 


E 




Buff (spell) 


Farebury region: Egeus' Tablet 1187.189.189 



32-33 

I 

Call Team (ability) 


Ferry 1117-118 

Abilities (Hero) 

26-27 


Cape west of Plckham 

152,152-153 


Fisticuffs (skMs) 1 27,29,31,33 

Abilities (Jessica) 

30-31 

Cash & Carrie 

175.20 - 

Fizzle (spell) | 27, 33 


28-29 

Casino (Baccarat) 

175. *11-213 

Fizzled (status change) 120 

Ability (in combat) 

17,18 

Casino (Plckham) 

138 


Ralls (Items) 147-48 

Acceleratle (spell) 

31 

Castle ot Argonia 

161,160-162 

Flee 1 16 

Accessories (items) 

60-63 

Castle ot Ascantha 

131.149,132,149 

Flying 187 

Agility (attribute) 

14 


Castle Trodain 

146,146-149 

Frizz/Frizzle (spell) j 30 

Alchemy pot (availability) 

118.145 

Chapel of Autumn 

171,172 

Fuddle (spell) 

31,33 

Alchemy pot (function) 

63-64 

I 

1 

1 

33 I 

Fullhea! (spell) 

26, 32 

Alchemy pot menu 

15 

Chilling Chuckle (ability) 

33 

E 

Godblrd Island (see Isolated Plateau) 

182,182-186 

Alchemy pot recipes 

64-67 

Chateau Felix 

155.157.157 


Godbird's Eyrie 

185,187,189 

Alchemy Recipe Book 

16 


Checkpoint 

105,110,110 


Godbird's Eyrie (Dark) 

185,185-186 

Alexandra. Tower ot 

113.113-115 

Churches 

9 


Godbird’s soulstone 

186 

Alexandria 

111,111-112 

Clubs (items) 

46-47 

I 

Hatchet Man (ability) 

28 

Alexandria region 

110,110-118 

Clubs (skills) 

28 


Heal (spell) 

26. 29, 32 

Alms 

9. 20C 

Collected Item List 

16 


Heavenly Dais 

222-224 

Angelo (spells and abilities) 

32-33 

Confession 

9 


Helm Splitter (ability) 

28 

Arcadia 

170,170-171,174 


Confused (status change) 

20 


Helmets (items) 

57-60 

Arcadia region 

171,170-174 

Controls 

7-8 


Herb Grotto 

177,177-179 

Arcadia region: Howlwind Hill 

187,189,189 

Courage (skills) 

27 


Hermit 


Areas accessible by air 

187,187-189 


CracktCrackle (spells) 

30 


Hero (spells and abilities) 

26-27 

Argonia 

161.160-162,163,169 

Critical hit 

22 


High tension 

19 

Argonia region 

159,158-165 

Crystal ball 

l l09 

Hilltop Hut 

143,144 

| Armour (items) 

51-55 


Cursed (items) 

35 


Hints (general) 

21-23 


9 

Cursed (status change) 

20 


Holy Isle of Neos 

192,192-193 

Ascantha 

131,131-132,134,149 

E 

Dark Empycchu 

184,184-185 


Holy Isle of Neos: plateau 

187,188,188 

Asleep (status change) 

20 


Dark Godbkd's Eyrie 

185,185-186 


House by the river 

130 

Attack (attribute)_ 

14 


• Dark Monsters 



Howlwind Hill 

187,189,189 

Attack (in combat) 

17 

Dark Ruins 

165,165-169 


HP (hit points) 

69 

Attributes 

14 


[ Dark Ruins Island (see Northwest Isle) 

158,158,165-169 


Humanity (skills) 

29 

Axes (items) 

46 

! Dazzle (spell) 

33 


Illuminated sea chart 

182 

Axes (skills) 

28 


Dazzled (status change) 

20 


Important items 

35-36 

1 

Baccarat 

156.156 


Defeated Monster List 

15, 229 


Infamous monsters (general) 

19,204 


Baccarat region 

155.155-157 

Defence (attribute) 

14 


Infamous monsters (habitats) 

204-205, 217,225 

Baccarat region: shrine 

187.188.188 

Defend (in combat) 

17 


Infamous monsters (list) 

91-99 

Bag 

13 


Desert 

210,210 


Inns 

10 

Ban Dance (spell) 

[33_ 

Desert Chapel 

210 


Insulatle (spell) 

30 

Bang (spell) 

[30 


187,188.188 


Intimidate 

16. 70 

Bank 

No 

Oiscard Items 

12 


Inventory 

12-13 

Battle Log/Battle Record _ 

15-16 

Dodgy Dave 

137, 207 


Island in the southwest 

152,152-153, 

Baumren 


Dominico 

171 


Island west of Maella Abbey 

152,152-153 

Bazaar (move) 

193_ 

Dragon Graveyard 

210,210-211 


Islands 

152,152-154 

Bazaar (opening) 

[iii 

1 Dragon shrine 

218 


Isle of Neos 

192,192-193 

Benediction 

9 


Dragon Slash (ability) 

1 26 


Isolated Plateau 

182,182-186 

Benediction (cost)_ 

[200 

Dragon trial 

224-229 


Isolated Plateau: plateau 

187,188,188 

Birds in the Savella Area 



Dragovian Path 

218-219 


Item (In combat) 

17 

Black Citadel 

194-195.194-197 


Dragovian Sanctuary 

220-221 


Item menu 

12 

Blizzard Peaks 

175,175-179_ 

Dragovian Trials 

224-229 


Item shops (shops) 

9 

| Bodyguard task 

175,193, 

Dungeons (general) 

[20 


Items (list) 

37-42 

Bonus ending 

224 

B 

Egeus' Tablet 

187,189,189 

1 

Jessica (spells and abilities) 

30-31 

Boon- speii i 

|30 


Empycchu 

[183,183 


Jessica's appearance 

199 

1 Boomerangs (items) 

45-46 

Envenomated (status change) 

20 

B 

Kaboom (spell) 

30 

Boomerangs (skills) 

27 


Equip items 

12,13 


Kabuff (spell) 

29. 32 

Boss monsters 1 (images) 


Evac (spell) 

26. 30 


Kacrackle (spell) 

30 

Boss monsters 2 (images) 

216-217 

Executioner (ability) 

28 


Kalderasha 

103 

Bounce (spell) 

1 31.33 


EXP (experience points) 

14 


Kasap (spell) 

31 

Bows (items) 

! 50 

1 

Family (monster) 

69 


Kasizzle (spell) 

26,30 

Bows (skills) 

[33 


| Farebury 

102,102-104 


Kasnooze (spell) 

31 

rBrains _ 

1137.143 

Farebury region 

105,102-109.180-182 


Kaswoosh (spell) 

32 




23C 

) 




























































































































































































J t Ultimate key 


_ World map (location) 

_ World ot Dariaiess 

j VaoQus (abilities) 


MONSTERS AND . 

INFAMOUS MONSTERS 

! If you are looking for a particular monster, 

' use the list below to find the relevant page 
. number in the Monsters chapter. The table 
j lists the names of the “normal” monsters and 
| the battle and Monster Team names of the 
! infamous monsters. 













































































































































































Slimehopper 


Ore king 




Squiggles 
Squiggly Squiggler 


Phantom: 










Crocodog 

88 


Glgarrtes Guardsman 

92 


Killing machine 

82 

Curer 

93 

Gloopy Groupie 

98 

King cureslime 

80 

Cureslime 

75 

Gold golem 

78 

King kelp 

88 

Cybot 

93 

Goldbricker 

94 

King ol Dumblra 

93 

Cyclops 

85 

Goldman 

94 

King slime 

78 

Dancing devil 

71 

Golem 

81 

King squid 

89 

Dancing flame 

81 

Goodybag 

75 

Kisser 

74 

Dark condor 

83 


Gorerilla 

74 


Klub Kong 

95 

Dark devildog 

86 


Gracky 

94 

1 

Left wing 

87 

Dark dullahan 

84 


Great sabrecat 

77 


Lesser demon 

78 

Dark gryphon 

86 


Great troll 

87 



79 

Dark macarbour 

83 


Greater Sabrecat 

98 


Lips 

70 

Dark minister 

84 


Grim rider 

84 


Liquid metal slime 

76 

Dark moth 

86 


Gryphon 

81 


Little Nipper 

97 

Dark sabrecat 

86 


Gryphon General 

94 


Living Flame 

94 

Dark sea-diva 

84 


Gryphus 

94 


Living statue 

82 

Dark skeleton 

83 

| 

Hacksaurus 

81 


Living Torch 

99 

Dark slime 

82 


Hackzilla 

94 


Lonely Joe 

96 

Dark star 

84 


Hades condor 

79 


Loopy Lupus 

92 

Dark turkey 

84 


Hammerhood 

72 


Lost soul 

75 

Darkodlle 

85 


Hawk man 

78 


Lump mage 

72 

Dead ringer 

82 


Hazel 

95 


Lump shaman 

78 

Deadnoble 

93 


Head of state 

87 


Lump wizard 

79 

Death scorpion 

80 


Headhunter 

74 

1 

Mad mole 

76 

Death Tabby 

94 


Headless Bailsman 

96 


Magic dumbbell 

79 

Democrobot 

87 


Healer 

95 


Magic marionette 

79 

Demon thunderer 

84 


Healslime 

72 


Man o'war 

88 

Demonrider 

80 


Heavy hood 

86 


Man-at-Arms 

98 

Devilmoth 

76 


Heavy Metal 

95 


Man-eater Chest 

98 

Dleablo 

75 


Heligator 

84 


Mars rover 

77 

Diemon 

74 


Hell gladiator 

86 


Mazin 

96 

Dingaling 

72 


Hell hopper 

86 


McHammer 

96 

Dolldrums 

93 


Hell hornet 

73 


Mechabubo 

96 

Doug 

93 


Hellhound 

82 


Mecha-mynah 

71 

Drackmage 

71 


Hell's gatekeeper 

88 


Meriting 

89 

Oracky 

70 


Hellspawn 

87 


Merman 

89 

Drackyma 

72 


Hellstalker 

87 


Metabble 

96 

Oragonthom 

77 


Hev 

95 


Metal Babble 

96 

Dragurn 

83 


High roller 

85 


Metal king slime 

83 

Dullahan 

86 


Hipster 

75 


Metal slime 

73 

Dumbklng 

93 


Hocus chimaera 

80 


Metal slime knight 

77 

| Elysium bird 

83 


Hollow Knight 

96 


Metaly 

96 

Eveel 

89 


Hood 

74 


Mimic 

79 

| Fallen priest 

81 


Hooded Hacker 

95 


Mimic king 

86 

Family Doctor 

95 


Hoodlum 

80 


Minidemon 

74 

Fantom of Chopera 

93 


Hoodwink 

95 


Mischievous mole 

71 

Fat bat 

74 


Hori 

95 


Mohawker 

85 

Fat Cat 

94 


Hork 

95 


Mole Major 

93 

Faunus 

94 


Hunter mech 

76 


Moppet 

96 

Femme Fatale 

95 

1 

Ice queen 

82 


Momstar 

96 

Fencing fox 

72 


Icikiller 

82 


Morphean mushroom 

73 

Fertiliser, the 

94 


Imp 

71 


Mucho macho 

83 

Firesplrit 

71 


Infernal armour 

76 


Mud mannequin 

75 

Flameman 

94 


Invisible swordsman 

87 


Muddy hand 

75 

Fletch 

94 


Iron rhino 

81 


Mullet Mallet 

96 

Flyguy 

73 


Iron scorpion 

78 


Mum 

76 


89 

1 

Jab 

80 


Mumboh-lumboe 

76 

Foul Fowl 

94 


Jabberwockee 

80 


Mummy 

75 

Fowlfighter 

86 


Jack Frost 

95 


Mummy boy 

73 

Freeze fly 

82 


Jackal ripper 

81 


Muscly Mohawker 

98 

Frillsaur 

94 


Jailcat 

72 


Mushroom mage 

78 

Frogface 

72 


Jargon 

72 

1 

Night emperor 

77 

Frogman 

79 


Jewel Juggler 

95 


Night fox 

74 

Frost wyvine 

83 


Jewelbag 

95 


Night sneaker 

73 


82 


Jockey 

95 


Nightstalker. The 

96 


86 


Jum 

76 


Nightwing 

96 

W 

71 i 


Jumbo Dilophosaur 

94 


Nohi 

96 


79 

Jr- 

Jumping jackal 

78 


Notso macho 

79 



D 

Kee 

80 

1 

Occult Rider 

93 

"Ghoul 

79 


Khalamari kid 

88 


Ochre Ogre 

97 

Giant moth 

72 


Killer croaker 

85 


Octavian pirate 

90 


86 


Killer Director 

96 


Octavlan sentry 

89 

.Gigames Gangster ' 

99 


Killer moth 

80 


Octavius Maximus 

97 

















































































































































































































































































































Enabling players to address all possible questions and locate corresponding answers immediately is a 
priority quest. At Piggyback we continue to refine and evolve a full range of exclusive features, such as 
our user-friendly tab system, quick-search index, glossary, use of coloured text for player orientation, 
cross-referencing and back cover foldout. These features are unique to our guides and make them all- 
encompassing in an accommodating way. 


We make every effort to ensure high-quality printing and so we carefully select the best materials (paper, 
ink and glue), the most advanced printing and binding machines and the most appropriate trimmings to 
ensure that each guide is a genuine collector's item. 


\ OUR QUESTS TO CjUIDE TOU 


Each new Piggyback guide presents us with four quests in our enduring search to 
publish the ultimate game guide. Our R&D teams pursue new levels of perfection with 
each guide project. These cover the following areas: 


9 TEXTUAL QUEST 


9 DESIGN QUEST 


9 STRUCTURE QUEST 


9 PRINTING QUEST 


Since our founding in 1998, we have published a number of guides on Square Enix titles including 
Final Fantasy® VIII, Final Fantasy® IX, Final Fantasy® X, Final Fantasy® X-2, Final Fantasy® Crystal 
Chronicles and Kingdom Hearts. Feel free to download samples pages of each at our website. 
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Start point in the dungeon/ 
landing place 


Item obtained from a person 


Boss’s location in the 
dungeon 


Armour shop 


Item obtained from a bird 


Fresh milk from a cow 


Weapon shop 


Infamous monster 


Connection between maps 


Church 


Daytime only 


Alchemy pot recipe 
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Pages 30-31 


Barrel 


Cupboard 


Locked chest 


Checkpoint 


i Kingdom ot Ascantha 

: 0129-134 +149 
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© Revealed: All secrets, side-quests and M 
minigames m 

© Top Secret: Sealed chapter lets you I 
discover the most sensitive secrets \ 

when you choose X. 

© Concise: Maps of towns, regions and dungeons 
showing all objects 

© Comprehensive: Exhaustive lists of all spells, 
abilities, items and alchemy pot recipes 


© Complete: Detailed information on every single 
monster and boss 

© Includes: World map showing locations of treasure 
chests and infamous monsters 


This guide gives you vital information 
that you won’t find anywhere else. 
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